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GHOULS H' GHOSTS • POWER DRIFT 
Ml TANK PLATOON • FUTURE WARS 
BATMAN • STUNT CAR RACER 




LASER SQUAD • INTERPHASE 
HARD DRIVIN' • TURBO OUTRUN 
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SPECIAL 6 PAGE 
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STICKS! 

JOYSTICKS: 
THE TEN. 
BEST TEST j 




PLUS 

NEWS, MUSIC, 
ADVENTURES, 
GRAPHICS, TIPS, 
MAPS, ARCADES 
AND MORE... 



50 SEGA SUPER SYSTEMS • 50 GOODMANS 
CD PLAYERS # AND £25,000 WORTH OF 
SOFTWARE FROM VIRGIN MASTERTR0NIC 
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PLAY CRIBBAGE 
LIKE A KING.. 



# World's strangest Cribbage-playin^ algorithms. 

+ Play Two-handed, tour-handed* or Five-card Crib- 
bage. 

# Seven distinctive computer opponents, 

# Ask for advice from any computer opponent. 



IseSelup Mode to devise scenarios for analysis. 
Plaj ' duplicate" Cribbage. Replug IuUt usiiiy the 
sjune cards. 

$ Special setup a Haws computer players to compile 
LijMiirsi each 4 »i her. 
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More odventure* of Tintin ph% news ana 
view j on everything 1 6-bit. 

1 2 PREVIEWS 

Hard Drivm' Ghostb Listen II Turbo 
Outrun Aqua n out and bads mare.. 

REVIEWS 

The Untouchables Ml Tank Platoon 
Stunt Car Racer and Laser Squad rh s 

lis 1 is endles*! 

COMPETITION 

Win □ video recorder. Jabberwocky 
era Time Bandits vids plus tan copies of 
Hews e n s Onslaught 

30 

WIBBLE STICKS 

If you're after o decent 
hand-job don'f miss gyr 
mega joystick fesr 

41 COMPETITION 

Win o compleie ser of driving 
lessons cr a £200 Ha I Ford * gift 
voucher to celebrdle Do mark's coin-op 
convers on of Hard Drivin'. 



77 COMPETITION 

■'■ ■ : Sony Discmarl ten 

CDs of your choice plus ren 
copies of US Gold r > Ghouls 
J T4 J Ghosts 

86 ADVENTURES 

That man wirh rhe beord, Mike 
Gerrard, is bock with more 
puzzling, er,,, pozz.es 

90 CHIP SHOP 
SOYS 

Tim Ponhng susses out 
Captain Sensible and sees 
whether his abseilrng cat really 
dees hove nine lives 1 



9* THE PRICE IS RIGHT 

Leslie Crowther soys, "Come on down 
you skinflints for the lowest budget gomejl" 

97 CONSOLE ACTION 




42 ARTIFACTS 1 

Computer graphics experi 
Alon Tonkins checks, oui 
Photon Paint II ond 
Fanrovisioni 
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48 UNDER WRAPS 

Spook! Dovid McCandleiS reveals the much 
o wailed Ghouls 'N' Ghosts - US Gold's 
latest stunner. 

58 ARCADES 

Posh Eoteri sticks itj nose into Special 
Prefect Y and yet more future arcade hits. 

68 CRYSTAL TIPS* 

*And Ali^tc Steel and 6 load wye h 
maps, tips on RVF ond Interceptor, plus 
POKEs und Sinky Berkmann's briefs, 



The onfy dedicated mini magozine for the 
console gomes player. This month a special 
report on fhe lotest or> the Sega 

rive plus oodles o" news and 
reviews including Alex Kidd In High 
Tech World : Rush n Attack 

1 06 STUFF 

Peeks at the lotest fab, brill, mega... er, 
extremely nice film and video releases* 

109 

SUBSCRIPTIONS 

Yep, it's true. You can get 1 2 
issues and a hip ZERO T- 
shirt for only 1 B quid!! 

110 YIKE5! 

Your pages or last, but they're worm 
waiting for. This monlh - Bungle spiJfe the 

beons on 
Roinbow, 
Bob 

McAlpine 
Jnr > 

Building 
Tips, Give 
Or Take, 
ond the 
secret of Jrie 
universe 





GAMES LIST 

Need to find a game in a hurry? 
Every single one is listed here in 
our ZERO quick reference guide. 



REVIEWS 

Alex Kidd Virgin Mg^errn&nic 
Batman: Th* Movie Oc-E-ar 
Day Of The Pharaoh Rainbow Aris 
Domes Of Shea z l iver Software 
Future War* Palace 
Hammer Of Grim mo Id River Software 
Interphase Imagtworlts 
Knight Fores THgs 
Laser Squad 6 aae 
Ml Tank Platoon MicrDprc&e 
Maniac Main 5 ion L-jcasrilm 
Mutant Giver Software 
North And South hfograme& 
Power Drift A-ctivision 
Flush f n Attack Kcna^i 
Scapeghosr ... 
Storm lord He^son 
Stunt Cor ftac&r MieroStyl* 
The Untouchoblfts Oceon 
Xenaphobe M tro Style 



101 

83 
84 
S7 
79 
3? 
67 
81 

24 
31 
S7 
66 

26 
105 
84 
56 
36 
IS 
56 



15 Aquanaut Addict ve Gom&s 
1 3 Blade Warrior Ima^ework^ 
1 5 Ghos rb u ste rs 1 1 AcHvi sion 
48 Ghouls s H y Ghosts US Gold 
1 2 Gravity 

1 2 Hard Drivin' Do-mark 
1 5 Midwi n ter 3a inb rd 

13 Mrndroll Thala 
1 5 The Final Battle ^mage^C-r^S 

14 The Lo*t Patrol Ocean 
14 Theme Park Mystery Imagew&rks 

14 The Search For Sharla Th 
13 Turbo Outrun US Gold 

1 5 Wild Streets Trfus 

13 Wolf pack P55 

14 X -Out Rainbow Arrs 




ZERO 



1 4 RoHiborie Place. London Wl P IDE 

01-133 mi 

PUBLISHER FereiQ Mgughan 

EDITOR Gcrelh HerncN 
DEPUTY EDITOR W- Kelly 
PRODUCTION EDITOR Anayc Lopez 
SENIOR STAFF WRITER Duncan MgcDonald 
STAFF WRITER Paul Lak.n 
ART EDITOR Cdrtiiwine H^gi 
DESIGNER Duncan Hemphill 

CONTRIBUTING ART EDITORS 

Peier Geo<g* Vk* iWDcOonold 

EDITORIAL CONTRIBUTORS 

■MairBielby. Mi Ice Ger r ord. D^vid -McCandlen. 
JphnM nson. R cuird Monte ro. Jon Ntxlh. Tim Pii*lli. 
Tim Periling Jackie Ryan. P*iw Stay* 

ADVERTISING Lyodo EIM Dnn.el Hidn 

oi-osi u» 

SUBSCRIPTIONS 6m ih 
01- £31 14^3 

ffc»twe«fi 2..30o 3C"p#nnjnly| 

Published by Oarr^ii Oneshc*i 




COVER PHOTO: P&mI Cidv 




ZERO 







il 





eClJU LlU! fcfc Unlit liuUcLu ttey, 
Licit*: id,. LLlluLu^LlcLu L^: IlLs U" I i^if 



^^^^^ 











ML 







1 




Bi conqu 
Midi 

hie energy cud ialeni 
his fiisi tilnt tsiew U£ 



US 



oriel of pop 
on chan 

nto 
Gold p 



sion of 




hyihm in Club 3D, iiqiisloim 
fciic irilv^i icboi cue 
iitiQ peddltn 
^ vvoild oi 
tjonie like 






-Mil - Ur 

9 ;7mi± 









MISSION POSSIBLE 





ewcomer 
| Mission Software (from 
Zummerzet in deepest 
yokel land) is hoping to 
make an- impression at 
the Shopper Show with 
the launch of a futuristic 
3-D space sim called 
Dominion, which is a sort of 
cross between Elite and 
Stargtider2. So what?,, we 
hear you cry. WeH H it's got a 
multi-player mode whr-rr? 
you'll be able to link eight 
jyes EIGHT!) STs, Amigas or 
PCs together - that's what 

Dominion is set in the 
year 2100. The multi- 




nationals have taken over the 
world and now they're 
starting to carve up the 
universe. Players can own a 



space station, cargo Shuttle 
and battle cruisers, Available 
now on ST and Amiga. PC 
version coming soon. 



MIRROR'S THREE-QUEL 




VIRGIN'S 
VIZ BIZ 

Full marks to Virgin 
istfcrtronic for producing the 
most street-cred hardware ad 

ever. Its current stonker 
advertisement in VIZ for the 

Sega Console has two 
housewives wittering on. One 
says to the other: "My Billy's is 
12 H long, black and hard, and 
great funtoplaywith inthe 
bed roo m . . . w T he oth e r re pi tes: 
" S o's my Jo hn ny ' s Seg a 
Console, but he doesn't 
scream when I plug it into the 
wall socket! !*Oo-er! Virginia 
ho pi ng to re I ease its g ame of 
the cu It nn a g early n ext yea r . 





sOi! 

predicted 
last 

month - 
Mirrorsoft 
has 

bagged the licence 
for Back To The 
Future ii lt r s also 
obtained the 
European licence for 
Riders Of Rohan, a 
Spring release based 
on those long-haired 
horsf? lovers from 
Lord Of The Rings. 
This one's a bit of an 
international 
product it's being 
designed by an 
Australian company 
and programmed by 
Americans, no sign 
of any Icelandic 
involvement though. 



RIGHT UP YOUR ALIY 



Fancy clapping your mince pies on 
a robotic Santa, a baby elephant 
stilt- walkers and a strongman alt 
under one roof? Well redd on... 

'Cos these weirdos plus loads, 
loads more will be jusl some of 
the attractions at a giant new pre- 
Christm^s event at London's 
Alexandra Palace - the Computet 
Shopper Shew 83. There'll be 250 
stands at E Ely Pally" From 
November 24-26 and a number of 
N«W games launches. 



GARY'S BRACING HIMSELF 



n£ii>JPL". J i - .' 



TWs voucher i$ world 50p per person oil 
the price of. admission to the Computer 
Shopper Show 1969 ll is, aJtefnatively, 
worBi E4 off a family ticket 



Only one dis-ccurt par person Is 
Pholocoptes are nol vmd 



Organisers Database Exhibitions 
are billing the show as (quote) 
"the world's largest pre- Christmas 
shopping spree" It definitely 
sounds like the place to go for 
discounted software stocking 
liHers. Apparently discounts could 
lota I close on a million sows, guv. 
Biggies like Amslrad will be 
Ihere {let's face it - it can't afford 
not la, after its latest profits) along 
with Silica Shop and Evesham 
Micros plus soft- ware companies 
like Mindscapt 
and Tynesoft. Just 
(0 show ZERO'S 
got your best 
interests (and 
wallets) at heart 
tiowzabnul saving 
yourself 5fip of The 
£4 admission or a 
standing £4 off a 
£14 family ticket 
wit KNi is voucher. 



Ocean's Software 
Development 
Manager, genial 
(Phew! Couid have 
been 3 nasty typing error 
there, EdJ Gary Bracey is 
still reeling at the news of the 
delay in his much awaited 
screen debut- 'Cos the 
release of the horror movie 
Night Breed has been 



postponed until next Easter. 
As Ocean has the licence to 
the chiller, we rang the 
company to get Gary's 
reaction, hoping he'd say he 
was gutted - unfortunately 
he didn't! Night Breed has 
got 20 monsters, which is the 
largest assortment ever on 
screen si nee On The Buses - 
The Movie, 




Alexandra Palace, Wood Green, London N22 
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N m cinbe r 24th 1 D a in Gp m Sa I u rrJ a v . W OYembe r 2 S Lh 
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Having 
conquered the 
moon, as well 
as ZERO'S first 
. cover. Tin tin 
w<JI soon be faced with 
more perils, French 
smoothy Infogramos is 
planning to release two 
new adventures featuring 
the boy with the silly hair and 
even sillier plus-fours next 
year. The titles lined up for 
conversion are Red 



Rackham's 
Treasure 
and The Secret Of The 
Unicorn. 



Those of you still 
grappling to clock up 
your first 10,000 
points in Tintin Sur La 
Ltrne (Er.„ 'On The 
Moon J to you! might 
be interested to note 
that the record at the 
Infogrames HQ is a 
whopping 230,000 mind 
you, that was by one of 
the garfons who 
programmed it 



Let s start this 
month with a 
little bii 




GRAND SLAMMER S 



Grandslam go into the new 
year firing from the hip with 
two major licensing deals for 
Sega shoot 'em ups. After 
Space Harrier comes... 
Space Harrier if. 
The game is an advance on 
the original, except perhaps in 
the title department. For the 
uninitiated, and fans of our 
own Binky Berkmann, it 
should be pointed out that the 
game has nothing to do with 
the RAF's famous VTOL 
aircraft, but is the name of a 
hero in The Fantasy World 
who treats his enemies to 
blasts of music packed 
violence. 



KRISIS - WOT KRISIS? 




At the time ZERO went to 

press there were more 

rumours surrounding the 

long-awaited (slight under 

statement! Ed J Konix 

Multi-System than 

about Kylie still 

J seemg r Jase. 
However 

despite 

reports of 

buy-outs, 

share bids 

and even the 

ditching of 

the whoJg 

product 

' (confident 1 

Konix is still 

predicting its 

'korking J r er, 
consols will hit the 
shops before 
Christmas, The 
price will be around 
£229,. Initially 
supplies will be 
limited so if you 
happen to have a 
couple of hundred 
sovs in your back 
pocket when you spot 
one then snap if lip. 

The even more long 
awaited chair is expected in 
the first quarter of next year 
for about £250. The 
combined package of the 



chair and console is 
supposed to sell for less than 
£500, which probably means 
£499.99. 

As for all those 
rumours, well 
Konix PR man 
Michael Baxter 
says he's heard 
the rumourSr 



but (not surprisingly) hasn't 
the faintest idea if they're true r 
adding that the chair 
was never supposed 
to have come out at 
the same time as 
the console. 
Urnm... {See Konix 
Kliffhanger" in 
Console 
Actionj, 





gossip. In fad, I 
it s no I so 1 
much idle 
yossip as a 
potential scandal 
- so just to cover 
ourselves we d better 
siari by spying we were told by a bloke 
in a pub' 

H&re goes. 'We were 10 Id Ivy a bloke 
in a pub that Martin Molh- (PR supremo 
Bi Microprosel was caught in bed wild 
agony aunt Claire Rayner AND Sue 
Pollard I of ffe/ft fame). He was 
wearing a latex Superman costume. 
Company boss Major Bill iStealey) was 
apparently not amused, and Martin was 
told, in no uncertain terms, 'nut to do it 
again", We phoned Su Pollard io check 
I he authenticity of the allegations, but 
she wasn't in, Sus answerphnne 
message simply told us shes playing 
Dick Whining Ion at Winded on Theatre 
this Christmas or something! 

Ac I i vision is continuing its 
involvement in the lucrative world of 
arcade conversions by launching ihree 
biggies in the New ¥car Its whoppa tor 
199C wili be a conversion of Dragon 
Breed - the meg a successful coin -op 
by the same people who did R-Type 
It's also releasing another I REM 
conversion, Ninia Spirit as well as 
Atomic RohoKid later this month. 

H you thought the Greens were 
na r k e d ah out (he way we treat the 
environment just wail until you meet 
Mentor next year, in Interceptors new 
game Dominion (Er, dae$n t that matte 
tw& games catfed Dominion - sew 
Mission Possible. £tfj Mentor 
destroyed the dinosaurs in order to give 
mammals a chance. Now he's returned 
to Earth and doesn't think we're doing 
too not a job either, fie lore he decides 
whether to make humans extinci one 
representative of the specie? must 
undergo a rigorous physical mental and 
moral test and for some reason you've 
been chosen. Ah we Fl do your best... 

About ll minutes after the game hi I 
the arcades, Oomark announced that it 
will fre converting Escape From The 
Planet Of The Robot Monsters. Jake and 
Duk j are the men wilh the square jaws 
and ultra-trite smiles who'll star in this 
world of comics, sci-fi and rather long 
titles. 

Cfberbatt has not got a long title but 
is another new game from Domark. It s 
an American Football simulation with a 
difference - the "ball " consists of 350 
pounds ol sleel and explosives. The 
players are not your usual college 
beefcakes either - they're 20 foot tall, 
eigbi fool wide cybernetic robots. If 
nothing else* this proves you don't need 
brains to play America's national game. 

Our mole in Teibury lei Is us that 
Micro prose is about to drop some la bets 
from its stab hp. but it's nol saying which 
-although they admit a decision has 
been made. The clever money is riding 
on Micro Status and Micro Style but the 
books are still open. Other labels are 
siilf aciive and new contracts are in the 
offing but Microprose isn't giving 
anything away. Except Microslalus and 
Mic ro Style perhaps? 
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THE CITY STRUTS, 

along the roughest of dirt tracks and 
through busy tunnels - if you can hold 
the line! The low life can #|JAf VU A 
run, but they cant hide . . VllMjE flAft 



AmIGa 



£9,99 £9.99 £19.99 £24.99 
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AMIGA 
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JL- INDY GRAPHIC 

M ADVENTURE/Lucosfilm 



o 
o 
o 
o 
o 
o 
o 
o 



STUNT CAR RACER 

Micro Style 

FAST LANE 

Artronic 

XENON II 

Image works 

ALTERED BEA5T 

Activision 

DYNAMITE DUX 

Acti vision 




DAILY DOUBLE HORSE 

RACING/CDS 

FALCON MISSION DISKS 

5pectrum Holobyte 

OIL IMPERIUM 

Re line 

PIRATES 

MkrO prose 



GRAVITY 

Imdgeworks 

▼ If you wanna play God then you can 
get in some practice by playing 
Gravity. Greedy aliens are eating up all 
the suns and destroying solar systems to 
pot. Instead of leaving a nice little pile of 




luncheon vouchers behind, these 
ungrateful E*T. rejects leave you with 

nothing but a black Hole that wouldn't be 
rilled by a million Mars Bars. To fight 
back, you have not only your own scout 
ship, but also a number of remotely 
programmed craft, posing something of a 
problem to those of us who can't even fly 
one craft without crashing into every 
static item within miles. The God bit 
comes in when you attempt to create new 
plonetry systems to replace those mat the 
aliens have ao bbled up. You can Start 
creating an PC, ST and Amiga early in 
1990 provided you've got £24,99, 



Domark 

They haven't invented a word to 
describe how good the Hard 
Driv/iT coin op is. Pretty flip pin' 
epic is a start but that's. . three words. 

The problem with coin ops of course 
<s that not a lot of people have got one 
in their own front room- So if your 
accelerator foot starts a twitch! n J at 
midnight you'll just have to sit yourself 
down with a cup of H or licks and an old 
Carry On video and try to relax, Even 
when the arcade is open you're not the 
only person who knows how good this 
game is. It's not a lot of fun standing in 
a queue full of Chelsea fans who keep 
offering to rearrange your dentures if 
you dare ask them for ago. 

Now you can relax J cos Domark has 
brought out a 1 6-bit conversion of Hard 
Drivin* so you too can act like a Chelsea 
fan in the comfort of your own sitting 
room. We've been taking a quick 
butchers at it and we're well impressed. 
The graphics are easily as good as 



those on the arcade version and the 
soundtrack - complete with tyre roar - 
has been swapped straight over. You 
can also appreciate the beautiful sound 
of a car plowing into a prize fresianl 

The conversion retains both the stunt 
track and the high speed driving option, 
but best of all, Domark has managed to 
keep the ghostly "Phantom Photon'. If 
you beat this spooky driver then your 
time and driving pattern get saved as 
the new Phantom, so you can end up 
racing against yourself- Well weird. 

Obviously there's some loss of 'feel' 
since the arcade version leaves you a 
shudder in r in your seat as you grip the 
wheel with a life of its own. Then again 
you could always play the 16-bit on the 
toilet, which would be almost the same. 
(Would it? EA\ You'll be able to take 
Hard Drivin' for a spin on PC for £24 39 
and on Amiga and ST for £19.33 from 
December. Don't miss our Ward Drivin* 
compo on page 41 ! 
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TURBO OUTRUN 

US Gold 

Get ready to ram your foot down on 
™ the gas pedal again 'cos Outrun is 
back - and this time it's turbo charged! 
Oufruri Turbo is faster and more power- 
packed than the blockbusting original 
which sold an amazing 750 r 000 and is 
still selling. Once again you're at the 
wheel of a rievasMtingly fast Ferrari F4D, 
but this time you're taking part in a four 
stage race across America. 

You'N he battling bumpcir to-bumper 
with Porsches, good guys r bad guys, 
police cars and, er, girlfriends. Whether 
it's night or day, snow or ice, city streets 
or mountain passes, this baby's hot and 
just raring to go on ST, Amiga and PC 
(ater this month, 





WOLFPACK 

PSS 

Strap on your wooden leg r feed the 
parrot and shout "Up Periscope'' 
and all that - PSS are about to release a 
naval simulation. Wotfpack aims to 
recreate events in the North Atlantic 
during Autumn 1942, and combines 
both strategy and arcade features- 
Players get to fight submarine battles 
or set up and carry out special missions. 
It starts all relaxed and tactical as you 
control entire fleets, then you have a 
quick check of the view from one ship 
and completely scare yourself sh.. 
(Snip. Erf.} The PC version is out at the 
end of this month, price £24.99 and 
there's talk of ST and Amiga versions 
being released next year. 



GOLDRUNNER 3D 



Micro dec I 

No scenario or anything 
with this m«, |vit a 
quick quote from the press 
release to whet your 
appetite... 'the aim was to 
create the most realistic 
space game ever 
imagined. A gam* which 
would do lor the computer 
industry what Star Wars 
did for film*., poised to 
take the software industry 
by storm.' Modest 
Micretfeals'epk should be 
eut very soon on all 
formats and the cost of 
this possible piece of 
computing history will be 
remarkably like £34*99. 
The graphics leak 
startling. Well worth 
waiting for. 



MINDROLL 

Thalamus 

► "You play an eyeball basically,, and 
roll around a lot" was one descrip- 
tion af This EPYX conversion of Quest 
For Uttirrtate Dexterity. It's actually your 
mind's eyeball and it's faced with a lot 
of speed tests, precision control and 
brain-bending (to say nothing of eye 
Straining) puzzles ovnr 10 levels. This 
one's set for a Christmas release on ST, 
Amiya and PC but is best not played 



* - 




with a stomach Full of pudding unless 
you, er,.. well, l r m sure you can 
imagine... Price £19.99 




^J*r BATMAN: THE MOV IK 

}\ Ocean 
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o 
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SHADOW OF THE BEAST 

Psygnosis 

XENON II 

Image works 

ALTERED BEAST 

A _ w mm 

Acti vision 

BEACH VOLLEY 

Ocean 

POPULOUS! PROMISED 

LANDS/ Electronic Arts 

APB 

Ten gen 

TRIAD II 

Psygnosis 

CENTREFOLD SQUARES 



PAPERBOY 

Elite 



BLADE 
WARRIOR 

Imageworks 

Blade Warrior is a fantasy gam? that 
* awes quire a Fat fo the imagination af 
Steven Spielberg, Pa Had in is a lucky 
chap. He's a virtuous knight with □ trusty 
broadsword which he's going to need ro 
overcome the Murk - a great evil that is 
dominating the world* In order to defeat 




him the Palladin needs a legendary 
sword which is guarded by - yes you've 
■guessed it — a wizard. 

Of course the wizard isn't going to just 
hand this sward over for free. He wants 
something in exchange, Wizards are like 
that, greedy as helix Our poor hero has to 
collect a stone tablet,, fragments of which 
are held by loads of orher wizards, There 
are some pretty hat-shot graphics in this 
one which should be out by December, 
price £24,99 on all format*. 
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IHDY GRAPHIC 

AD VE NTURE/ Lucasf i I m 

KING'S QUEST TRIPLE 
PACK /Sierra On Line 

BEYOND THE BLACK 

HO LE /Mi n d sea pe 

CHESSM ASTER 21 OO 

CP Software 

WATERLOO 

PSS 

OUTRUN 

Kixx 

THE DUEL 

(TEST DRIVE II) /Ac to lade 

LICENCE TO KILL 

Domark 

LIPE AND DEATH 

Mindseape 

POLICE QUEST II 

Sierra On Line 




X-OUT 

Rainbow Arts 

I f you Fancy yourself as a bit of a 
I marine boy then X-Ouf could be 
right up your coral reef, It's billed 
as the ultimate undersea at Hon 
game and sees you battling against 
aliens from Alpha Centauri who are 
threatening the freedom of the 
earth. The little green men have 
built their stations underwater and 
are launching their attacks from 
there. You're piloting the ultimate 
submarine against these slippery 
devils in Project Deep Star. There 




ore eight glugging levels, 40 
different aliens and you can even 
buy and sell extra weapons. Slip on 
your wet-suit 'cos you'll hove to 
tread water until dose on Christmas 
far this one. If 1 1 be available on ST 
and Amiga and will cost £19*99, 



THE LOST PATROL 

Ocean 

mm You've seen Pfatoon, The Deer 

Hunter and Hamburger Hitf f well 
now you can play (or is it endure?) 
the horrors of 'Nam in Ocean's 
newie, The Lost Patrol You're the 
leader of seven weary GIs who've 
been stranded after a chopper crash 
with little or no hope of getting back 
to your lines. You've got to trek 
through paddy fields and jungles r 
keep your ragged platoon's morale 
up and avoid Viet Cong raids and 
booby traps. Sounds pretty trau- 
matic, but let us assure you - the 
graphics are out of this world! Should 
be available on ST for £19.99 and 
Amiga for £24 99, later this month. 
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SEARCH FOR SHARLA 

Thalamus 

▲ If you can imagine a combination of 
Dungeon Master and Lords Of 
Midnight then you're a little way 
towards getting an idea of this 
newcomer from Thalmus. It's SO new 
that it's not even finished yet, but it 
already contains 512 interactive 
characters on each of the 12 moons you 
trek across, on your search for Sharla. 
Action takes place above and below 
ground and characters come and go as 
suns rise and set Thalamus promises 
walks through landscapes and 
elements of strategy in this graphic 
quest which could last for years. Should 
be out on the ST in the new year. 



THEME PARK MYSTERY 

Imageworks 

Well lucky old you, you've just 
~ inherited the Magic Canyon 
Theme Park from grandpa, No one 
goes there any more Well, they 
wouldn't would they? Mot while 
there's a mysterious thing y lurking, 
It sent g ramps mad (which probably 
explains why he gave it to you) and 
it's going to make you bankrupt if 
you don't do something about it - 
quick, Theme Park Mystery contains 
superb graphics and a mystery that 
takes all your skill to survive, let 
alone solve. Out early next year on 
all formats for £24.39. 
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GHOSTBUSTERS 





Ac tr vis ion 

III ith the licence to o film as mega as Ghostbusters 
WW II, Activision could have produced a pretty 
overage game and left it at that. The dosh would hove 
rolled in, but Joe Consumer fi think hm mean* us, Ed*} 
would hove been disappointed. Thankfully this isn't 
the ease here. You tan tell the programmers hove 
worked closely with the script 'cos they've produced a 
game which really lives up to its pedigree. 

The three arcade levels are each based on a scene 



from the movie and look really great. You can avoid 
spooky s timers and gremlins as you're winched 
down a New York City sewer, protect the amazing 
walking Statue of Liberty in an arcade shoot 'em up 
{we're not kidding') and finally ploy all the 'busters 
when you pit your wits against the evil Vigo, 
Ghasthvfters II wil be out with the movie in early 
December and you can be slimed on ST for £19.99 
and Amiga for £24.99. 




Imageworks 

If you survived The 
Legend of the Sword then 
strap on your armour and yet 
ready to fight again. It's the 
test battle and things have- 
already got off to a bad start. 
The evil wizard Su?ar has 
escaped. (Well what do you 
expect if you imprison him in 
a tear?) Meanwhile the hero is 
imprisoned in an underground 
cell (no tear nonsense for him} 
and he should count himself 
lucky, two of his party are in a 
torture chamber gnd the 
others are dead. Not only have 
you got to retrieve the sword 
and shield you've also got to 
fay your hot sweaty palms on 
sin crystals to give you ulti- 
mate power. As if that wasn't 
enough the flaming weather 
keeps changing as well. The 
Final Battle is out next month 
on ST, Amiga and PC early 
next year, price C24.99. 



WILD STREETS 

Titus 

Fancy pitting your wits 
against the might of the 
Mafia? Erm, well maybe in 
a computer game. Titus' 
latest will give you the 
chance to do just that. The 
plot goes like this. The 
local Police Chief has been 
kidnapped by the Mob 
after he (unwisely) tried to 
stamp 'em out. Your task 
is simple - just rescue the 
Chief i Your only ally is a 
black panther who sticks 
to you like gum to your 
shoe* There are great big 
sprites, tasty animation 
and 30 levels of action- 
packed gam eplay. Witd 
Streets should be out in 
time for Santa on ST, 
Amigo and PC for £24. 99. 





Rambird 

Eeen the hteeeek meeed- 
weccnturrrrrr, frosteee 
wee&nds mayyyy mooooan... 
remember the Chrissy carol 7 
Weil don r t worry, this isn't the 
game of the Chrissy ditty. No, 
yet again, you have been 
given the job of saving the 
civilised world. Except in this 
case it's not very civilised, 
'cos it's set quite a few years 
after the Ruskies and Yanks 
disputed of their nuclear 
weapons on each other's soil, 
and rhn nuclei „v rtur has se?e 
in, in a big way. Anyway, in 
order to save the rather cold 
uncivilised territories you will 
find yourself hang-gliding, 
skiing, riding cable cars- ond 
driving ski buggies. Twenty- 
five sovs will secure your 
winter wonderland fun, and 
it'll be cold enough for release 
this month on all formats. 



AQUANAUT 

Addictive Games 

At lasr, a game for 
drips! Well, not quite, 
but it does involve pro- 
found amounts of water* 
Oceans full, in facr. For in 
Aqucmauh you have been 
given the task of destroy- 
ing the Ramanishi Flag- 
ship, whkh is Somewhere 
□ round the bottom of the 
Atlantic. Amongst the 
hazards you are going to 
come up against in the 
huge arcade adventure are 
sharks, monsters, aliens, 
and the brilliantly ani- 
mated Roclcodiles* Out 
very soon, lor a price not 
unlike twenty five quid. 




Charts tup P Find by Ht« 
Virgin Cnmputor Oanti Shop, 
Virgin Mag* flora, Omlord Srr**t, 
TeL 01-431 1 334 
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STUMT CAR RACER 

The tracks are superbly designed starting with a 
fairly straightforward but lumpy oval and progres- 
sing to such delights complete with massive (6f I 
mean MASSIVE) jump Qt roller coaster track which 
has enough hills to turn the stomach of the hardest 
drivers/' -Cdr VQ 

"Quite simply Stunt Car is the best racing game yet 
seen on a home computer - check it out. " - C &t VQ 
"Stunt Car is utterly brilliant and offers adrenaline 
pumping gut wrenching high speed action that will 
keep you engrossed for months — C & VQ 
"An action packed game that had us on the edge of 
our seats/' - TQM 



The motor bike simulator of the Honda 750 RVF1 Race 
on Clubman and world famous tracks* 
"A near perfect blend of simulation 6f action" - ACE 
"Amazing graphics" - CU 

"If this, as MicroFrose maintain is the shape of the 
Amiga games to come then everybody should buy an 
Amig^ now" — CU 
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Um / there was a bit of a 
'cock-up' last ish, as you 
probably noticed* We thought 
we'd explain the scoring 
system by bunging each of the 
'sub-headings' onto a nifty 
yellow strap; "That'll make them stand out/' we 
thought. But disaster struck: somewhere along the 
line, all the blinking letters fell off the yellow bits. 
So here's a repeat performance 
(with a// of the letters in place). 

Every month the best games will have a full 
three or four pages devoted to them. These 
meaty RIO REVIEWS will have a basic run 
through of the scenario and game genre, fol- 
lowed by detailed reviews of dll the different 
formats the game is currently available on. 
Dotted about will he boxes containing some 

rather important 

info - so read on. 

THE VERDICT box is pretty straight- 

^ ... i ■ forward, with marks (out of TOO) awarded for 

^ 1 Graphics, Sound, Addfctiveness and 

Execution. The first three am self- 
explanatory, but here's what Execution 
means. If programmers have used tried and tested routines {'3-D 
scroll' for instance) which look a trifle "old hat', and 
aren't really pushing the machine or trying to cover 
new ground, they won'tget top marks here, And if they 
have clone something different and brill, they will. 
Logical, non? There's also a brief summary next to the 
Final Score - useful for both lazy people and dyslexics 
Ift'll save them a considerable amount of time). The 

HASSLE - FACTOR score - which 
is marked out of 10 - is tied in with 
the Execution factor. Is there a lot 
of disk accessing? Is it really necessary? For 
instance, a game that loads in a big title screen 
(however 'fabby'f between each 'go r can be 
incredibly annoying, when all yo.j want to do is get 
stuck back in. As for the WHAT'S WHAT box, this 
simply gives you the details surrounding a game's, erm, release. 
And what's the highest accolade any game can get? 
Only the ZERO HERO - the ultimate award which is 
given to games that the 'ace' ZERO review team 
considers particularly outstanding, To qualify for a 
ZERO Hero the game must get an overall score of at 
least 90. And games that don't get the multi-page 
treatment will still get coverage on every available 
format - in the form of ZERO SHORTS All the games 
h^e will still be reviewed in depth - just using less ink!" DlJA VU is 
the spare reserved for new formats of games that have already been 
seen on other machines. We'll review the updated Format and include 

an issue reference so you can check out what we 
had to say about the initial versions when they first 
came out. Finally, there's THE PRICE IS RIGHT 
These are the budget reviews - shorter and 
sweeter to digest and kinder on the pocket (and the 
Scandinavian pine forests). These only get an 
overall score 'cos r erm... they're cheap. 
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Prohibition Chicago 
can't have been a 
brilliant place to 
live according to 
the The Untouch- 
ables movie. For a 
start oil the girlies 
wore shower caps with sequins on 
and did a stupid ' 

do nee' called the 
Charleston, ond who* was even 
worse * booze was banned! But 
this didn't Stop some wily scamps 
from making their own,, or even 
importing it illegally. And though 
the liquor made a massive profit 
for the importer, it was just as 
likely to taste like diesel oil and hit 
your stomach like a lethal dose of 
paint stripper. 

The government set about 
capturing rascals like Al Capone, 
who was a booze importer and 
al» pretty handy with a baseball 
bat* He made millions out of 
illegally selling alcohol, but no one 
could pin a single crime on him. 
The odd carnation, but not a single 
eensy ween ay little crime. 

No one that is, until Eliot Ness 
formed his band of 'Untouchables' 
and eventually nailed Capone for 
tax evasion, of all things. 

Now Ocean has made a game 
of the movie so if 5 not su prising 
that The Untouchables game con- 
centrates on this aspect. Six of the 
major scenes have been adapted 
and pack in almost as many gut 
wrenchin' bullet blasting frames os 
were in the whole movie. Lights.** 
Camera.,. Action... 

ZERO 



Level one is an adaptation of the 
warehouse raid which occurs fairly early 
on in the film. Ness hasn't even 
recruited his 'Untouchables' so he's on 
his own for this one. It's quite a straight 
forward platform and ladder?; typn 
game, in which Ness must find and 
shoot 10 ledger-carrying bad guys r and 
collect the ledgers they drop, These 
lodgers contain vital information 
pertaining to Al Capone's jolly little tax 
wheezes. But there's no time for Ness to 
mess around reading them J cos he's 
working against a clack which can make 
the minutes bullet by. 

An arrow indicates where the ledger 
carrier is and this helps matters slightly. 
Pranging him is n different bottle of 
illicit gin altogether though, 'cos he 



keeps running away r and leaping up 
and down the packing crates in a bid to 
avoid capture. Ness isn't helped by the 
fact that Capone's mob have a liberal 
'bullet allowance" in their wage, and all 
seem more than happy to share it with 
him. Collecting violin cases dropped by 
wasted baddies though, helps Ness 
upgrade his weapons and provides him 
with enough energy and ammunition to 
complete the level. 

A BRIDGE TOO FAR... 

Level Two finds Ness in the process of 
intercepting a cross border smuggling 
attempt, and being engaged in a gun 
battle with yet more of Capone's mob. 
To the untrained eye this level might 
look like an Oppo Wotf rip-off, but crikey 




Can Ne» grab the ledger before h* bltei Ike bullet? 



review 





If the poll tax worries you, spare a thought 
lor the people caught lax dodging in the 1930s. 
Tax inspectors then were more likely to fill you 
with lead than ask you nicely to hand over the dosh. 
Sean Kelly promises to fill in his registration form 
just as soon as he's finished playing Ocean's brill new 
gome The Untouchables. 




no! 'Cos here your gunsight is viewed 
through a pair of binoculars at the 
bottom of the screen and the main aim 
of rhis section is not to puncture 
Capone's cronies but to shoot 50 bottles 
of booze within the time limit. Of 
course, Capone's lot get in the way. and 
in thefr own inconsiderate? style, keep 
shooting and chucking bottles at you. 
Luckily for you, every so often a first aid 
box pops up which will restore his 
energy if he manages to shoot it 

ALLEY MENTALLY 

By Level Throo Ness has gathered 
together the rest of 'ver lads" to reform 
hfs Untouchables team. But two of them 
are pinnnd down in some back alleys by 
Capone's men and need to be used in 
rotation to take on the baddies. 

One of the characters must duck out 
from behind a wall, fire two shots, and 
then duck back behind for cover to 
reload his gun. If one sprite gets hit 
several times, it's best to change 
character, allowing the first to rebuild 
hrs energy supplies. In each alley a 
number of enemies must be wiped 
within a set time to progress onto the 
next alley near the train station where 
Capone's accountant is about to escape. 
In the final eighth alley, Capone himself 
must be taken on and beaten to 
progress to the next level. 

BOUNCING BABIES 

Yus indeed, and they don't come 
any bounder than this one. Lot me 
explain. This level is based on the 
railway station scene where Ness and 




Th# bridge from |*v*l two on lh« Amiga, brought to you in glorlovi 
clnfrma»ra*««po* Thon there's the ST which i* not haH ot wide or 
g lor leu* Ol tha Amiga* 



Stone have to take out billions of 
baddies whilst preventing a baby in its 
pram bouncing down the stairs to its 
death or getting shot on the way. 
Baddins must be shot of course, but 
innocent bystanders must be avoided, 
as kifling them will drain your energy, 
It's a view from above jobbie and no 
doubt some of you might be muttering 
Commando under your breath at the 
sight of this section. Well, yes, but yer 
intrepid Rambo type never had to do 
the baby sitting at the same time, did 
he? If you push the pram too hard or the 
baby gets shot r then a brilliantly gross 
sequence follows when the haby, 
splattered with blood r comes bouncing 
out of the pram and skids straight 
across the floor. Bleuch! 

'THE BRAIN ARRIVING ON 
PLATFORM FIVE.,/ 

This is what you might call a pico level. 
It's a straightforward shot blaster - 
again taken from the film's train station 
sequence, Seen from a first person 
perspective, Stone has just one shot to 
'apprehend' We kill) a baddie who's 
taken Capnne's accountant (you know, 



the one who's been trying rq make his 
escape via the train station for the last 
two levels) hostage. Miss and the 
hostage buys it, hit and there's baddie 
brains all over the place. 

THE NITTI GRITTI 

Here's the last bit of mayhem - very 
similar to Level Three. This time Frank 
Nitti r Capone's main henchman, is 
pursued across the rooftops by Ness. 
Each time Ness hits Nitti, he gets a little 
closer to him, and Nitti is forced closer 
to the edge of the building. Shoot Nitti 
six times and he plunges over the edge, 
to end up r as Ness puts it in the film 'in 
the car/ Ho ho ho... very droll. 
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HASSLE 
FACTOR: 0 

Usual loading 
between levels, but no 
pause for breath is 
unwelcome in this 
frenetic game* 
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Sean: Am I dreaming? I 
must be dreaming, it's 
just not possible Surely 
no one could squeeze 
that much astounding 
Payability and coding 
into a modest wee 
Amiga. Hang about, HI 
pinch myself to check. 
YARRGHf By gonad - Tm not dreaming! 

Now readers, sorry for all the drool- 
ing, but it's not often thai you come 
across what is probably going to be re- 
membered as the best, most original 
shoot J ern up Ever on the Amiga. I can 
think of no other way of putting it - The 
Untouchables is absolutely stunning. 
Right nqw r calm down and when you're 
sitting comfortably l J H go through oil the 
various aspects rationally to give you 
an idea why The Untouchables is 
sooooo good. Rights 

Firstly, and most importantly of all r 
there's the gameplay. Programmers 
Special FX have taken some fairly old 
ideas for the various sections, thrown in 
some cnmpJf!toly original ideas of their 
own,, and in every case come up with 
thoroughly absorbing gameplay Take 
the bridge section Tor 
example, Afthough it 
looks like Operation 
Wolf, rather than 
shooting everything in 
r sight continually, the 
player spends more 
time rolling Ness 
around and avoiding 
being hit., whilst firing 
away in stacatto bursts 
to hit the bottles and first aid kits. The 
third section - the alleyway - is 
definitely my personal favourite. Again r 
a kind of Pro hibitton derivative as you 
guide The sights over the enemy before 
blasting them away, but also enhanced 
to improve it. 

This time the enhancement is in the 
Tact chat you're working against the 
clock with just two bullets to fire before 
being forced to duck behind the wall 
jfor reloading). This gives the game a 
real sense of urgency and momentum 
which really had me gripped, and the 
little sequence showing the detail as 
Ness reloads each time, perfectly 
completes this excellent section. 

And men there's the graphics. You 
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will see from the accompanying 
screenshots just how excellent these 
are. Special FX have been working 
since the beginning of this year on The 
Untouchables and it certainly shows. 
Every section is finely detailed (just 
check out the detail of Ness and the 
pram from level four) and although it 
sounds pseud - I can only describe the 
backgrounds and sprites as 'elegant and 
exquisite' (Lordy! Ed.) 

Then, oF course, you have to take 
into account the variety. Each of the 
sections stands up as a little game in its 
nwn right (with the exception of the 
pico level) the first being an excellent 
platform y ladders game, the third an 
outstanding Prohibition variation, and 
so on. The game also brilliantly comple- 
ments the movie though that's really 
neither here nor there, bur the fact is 
that the mood and atmosphere of the 
film are captured here as perfectly as 
any computer adaptation of a movie is 
ever likely to do. 
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It's difficult to explain why exactly 
The Untouchables improves on so 
many old game formulas in such 
dramatic style. Certainly screenshots 
don't do the payability justice. But 
without doubt, The Untouchabies is the 
best game Ocean has ever produced, 
and the best game Special FX have ever 
programmed- 
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Excellent. If uric ginne; tiviTy 
Si* mgnlfr* we re this gflsd. 
ihen ".me should consider 
ourselves lucky, lucky, lucky 



WHO'S WHO 
IN THE 

UNTOUCHABLES 




HESS- The greatait 
American pallet-man 
ol them all - ha 
nicked Al Capane p 
captured King Kong 
and uxpaeed ttia 
Watergate and Iran 
Conlrn leanDtnl*, 
before dying al 
rat u lie lepra sy in 
FuaHfJirfilil tftr+a 
in a n th i n qn. 



MAIOHF. The 
greatest Irish- 
American uniformed 
policeman ever.. 
Apparently he lived 
an a dial of cactflns 
and Tlser until his 
prolonged death 
which yaw* II tan tee 
En foil, gary detail 

nt Ihn *nrJ of the 
movie. 



Three Mildly 
Interesting 
Untouchables Facts 



IOvir 1 1 pints of Sainsbury's 
Italian Recipe tomato 
ketchup were used in 
the famous gory Malone/Sean 
Cannery dearth icene, 

2 Apparently the) ti-0D7 spent 
weeks cultivating an 
authentic assent for his part 
as Malonop tho streetwise Irish cap 
— In tho ond It sounded ju$f Ilk* his 
James Bend and Indy Jones Stir (ie 
broad 1 Scats |, 

3*^ Al Capon? wai caught and 
eventually sent to Devil's 
Island where ho spent the 
rest ol his days with his mates Steve 
McQueen and Due tin Hoffman, until 
they; er; escaped* 




All the gossip on all 
the major characters, 
with er.*. some 
'elements' of truth. 




HASSLE 
FACTOR: 0 

A big zilch. No 
unnecessary disk 
juggling, and what 
juggling there is 
more than worth it, 
A highly polished 
game in all respects. 






Jackie: You know 
how it is with 
film licences. The 
software companies 
spend so much 
moolah on The 
licences themselves, 
that when it comes to 
actually putting the 
game together, there's just about 
enough money leftover to pay a 
programmer to program it. Thankfully 
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are filled with reloading 
your gun or hunting for 
enemies lurking above, 
below or to the side of 
you, depending which 
level you are playing. 

The graphicsareout- 
standing in every respect 
apart from the fact that 
the Ness sprite dldn r t 
look enough like gor- 
geous Kevin Costner 
<w'io played the treas- 
ury man in the movie and who could 
check my taxable assets any day) in my 
humble opinion. But overall they were 
amazingly detailed and thoughtfully 
coloured and the sprites were really 
smoothly animated. One thing which I did 
find initially, was that the game was a bit 
tricky to get to grips with. But once I'd got 
the hang of it, it really opened up and I 
soon found myself dribbling uncontrolla- 
bly and giggling with glee as each hood 
got a terminal puncture. 

Ocean and Special FX have really 




***** Vrlss th* aid 'jump over th# bullet trick ' In the wvivHomh itqutHCB. 



though, this isn't the case with The 
Untouchahlos. Ocean has made a real 
effort to get this one right and so they 
should have done- 'cos they've had the 
licence for a year. Special FX, the 
authors of such stonkers as Batman: 
Thfj Caped Crusader have done the 
coding and come up with the goods. 
The Untouehabt&s is, quite simply, brill, 

Several game types have been 
adapted to make up six levels to play 
through, but they all have enough new 
ideas and elements thrown in to destroy 
any suspicions of staleness. Each of the 
sections is perfectly self- contained but 
at the same time they work well 
together and go to make a suprisingly 
coherent whole. lt J s a brill adaptation of 
one of my favourite movies and just like 
the movie, there are moments of 
intense mayhem followed by quiet, 
tense lulls in the battling. But there's no 
time for finger-drumming "cos the lulls 



done a fantastic job and I reckon it'll be 
quite a while before we see a shoot r em 
up and film tie- in as good as this one. 
Better than a concrete overcoat! 
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THE VERDICT 



Without a doubi the most fun 
yau II have on your ST fdr many 
a ycur Storm ym. ■ local 
software emporium now? 





DISTRIBUTED BY VIRGIN MASTERTRQNIG LIMITED, VERNON YARD, PORTORELLO ROAD, LONDON W11 2DX, TELiPHONE: Q1-7 27 6 





ABOUT THE MAIN PRIZE*, .» 



Crack open the mead and say something medieval 
like "A million thunder* - 'tis a prize amongst 
prizes^ Ill be bound" because guess what? Thanks 
to Hew son (who are celebrating the launch of 
Onslaught, their rather super slay 'em- up/ strategy 
game set in the Middle Ages} this is actually a 'prize 
amongst prizes'. For a start it's really something 
rather modern. Something you couldn't use bock in 
the days of old* It's a device far viewing movies in 
the comfort of your own home - a device which 
plugs into the back of any television set - a device 
which sits on the carpet or on a shelf. Yes, that's 
right - it's a video recorder! 



WHAT ELSE CAN WE WIN? 



Hang on, hang on. You don't fcnow about the vidno yet, It's a 
spanking new Amstrad model with a 14- day timer r remote control 
and spe&d search and is worth 16 gold ducats and a goat {That's 
quid in modern money, Ed. ) And you'll also get copies of Time 
Barrdftsand Jabberwovky, which are full of filthy peasants, Monty 
Python stars and, &rm r dwarves. 

The 10 runners- up get copies of Hewson r s gory new game 
Onslaught tso remember to state the type of computer you 
have on the coupon). 



WHAT ABOUT THE BELLY BUTTON FLUFF? 



This is a 'special' prize we're going to award to the person 
who makes the biggest hash of the competition. You can 
only win it if you get all the answers wrong. Jabberwocky stari 
Michael Pal in is, as you read this, cultivating a special crop of 
foul fluff in his navel - can you stand the suspense? 




WHAT DO I DO? 



■Any employees of Dennis Oneshota or Hewson caught entering this 
compo will be boiled alive in a cauldron of festering cod. 

■No entries will be accepted after December 31st. 

■The Editor's decision is final. 

e 

o 



'Zip Code' 



□l own an Amiga Dl own a PC PI own on ST 
□ l own a hedgehog called Maurice 



I 
I 
I 
I 
I 
I 
I 
I 



There are six codpiece questions - all you 
have to do i$ put a J y&s J or a 'no' answer 
next to the relevant number on the 
coupon. Simple, eh? 



THE QUESTIONS 



1 * A codpiece is an appendage like bag at 

the front of o man's breeches. 

2* A codpiece is a tropical palm-tree 

which bears coconuts. 

3. A codpiece- is ^ chamber-pot, 

4* A codpiece is an air compressor. 

5_ A codpiece composes music. 

6« A codpiece is what happens when a 

large edible sea fish foolishly swims into 

a passing ship's propeller. 

When you've J racked your brains', 
just fill in the answers on the coupon 
(or a photocopy) and send in the 
result to Codpiece Capers Cornpo, 
ZERO, 14 Rathbone Place, London 
W1P 1DE. 



727 ao 



ZERO 
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PLATOON 



The Third World Wan Now there's a scenario and a half for 
you - and, as per usual/ Mi crop rose seems to be at the helm* 
And so does Duncan MacDonaid, as he tries to get to grips 
with four Ml Al Battle Tanks.,, getting killed about three 
hundred times for his troubles. 





Here's the map Hreert. You're 901119 to be using this quite a I at, as thii ii a 
strategy game cu much ax an arcade game. It shows you the positions of the 
enemy strongholds, hills and all kinds of * stuff r _ Tres useful* Crucial, actually * 



S M M orld War Three has 
^^^^V broken out (again), and 
WW it's all Go r by '5 fault (as 
usual]* There's a lot of action going 
on of 'the batttefront', and, 
basically, you're in the thick af it. 
You're a tank commander you see r 
and you're in charge of not just one 
tank , but four. (And a plethora of 
other vehicles and aircraft too 
numerous to mention). 

To explain exactly what you can 
do in this simulation would be 
impossible given the space (the 
manual that accompanies the game 
is a biggy, even by Micropose 
standards - it weighs about the 
same as a bag of sugar). But rest 
assured that everything you'd need 
to do in a real battle situation, you 
CAN do here (apart from shooting 
yourself in the foot and 
seeing the fight out 
from the safety of a 
hospital bed, 

surrounded 
by loads of 
sylph -I ike 
nurses). 
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WHAT'S WHAT 


TITLE 


Ml Tank Platoon 


1 PUBLISHER 


Microprose 


PRICE 


£39.95 


FORMAT 


PC 


RELEASED 


Out now 





Dune: Tanks 1 1 1 
They're like cars 
really, aren't they? 
They're just a bit 
bigger. And they're a 
bit heavier; with 
loads of armour- 
plating all over the place. And r urn, 
they've got lots of guns and things. And 
they haven't got tyres, either, they've 
got caterpillar tracks, Hmmm. On 
second thoughts tanks aren't very much 
like cars at all r are they? {No. Ed.) I'd 
better start again then. {Good idea. Ed.) 

Tanks!!! They're not like cars at all. 
And therefore a tank game isn't like a 
car game-. All you have to worry about 
in a car game is. the accelerator,, the 
brake and the steering wheel - and by 
juggling correctly between these thr&e 
things you can hopeFully stay on 'the 
track". In a tank game you have a few 
more things to occupy your mind. In 
fact you have about eight billion more 
things to occupy it. 

THE TANK CREW 

Each tank is manned by four people: the 
Driver {who steers it}, the Gunner (who 
aims the cannon), the Loader {who has 
the boring job of sticking projectiles into 
the cannon) and the Tank Commander 
(who's in charge of the whole shooting 
match). You play all of these chaps, 
meaning that in total you control the 
actions of 16 people. It's a nightmare 
the first time you play - but with time 
spent between the manual and the 
practice area r things, eventually start to 
become second nature. 



THE PRACTICE AREA 

The practice area is based on the 
Narfenauer Gunnery Range in Germany 
(where tank drivers try different 
manoeuvres and fire live ammunition at 
realistic targets in an area of 60,000 
acres)- You can choose to have either 
static or moving targets, and the brilliant 
thing is that they don't fire back at you. 

Your tanks can be split up, moved 
apart from each other over as wide an 
area as necessary, and toggled between 
at will. To begin with you can leave 
three of them on J autopilot r and just 
control the team leader - the others will 
follow you around blindly (fools!), 

Switching to overhead map view, 
you can suss Out the terrain (hills, rivers 
and roads) and find the location of the 
enemy posts. Then you decide on which 
tactics to adopt in order to get near 
enough to blow them into the middle of 
next week. The fact that thsy don't fire 
at you, may make this operation sound 
Straightforward, but it isnX With flight 
sims you ran orient yourself by gaininy 
altitude and peering fmm your cockpit. 
Not so in Tank Platoon. Being stuck 
down on the ground is a different 
barrow of vegetables altogether - and 
getting your bearings moans using the 
map properly. You can (using the 
movable cross hairs) denote specific 
co-ordinates for your tank (or tanks) to 
trundle to, leaving you time to summon 
gp the host of sub-screens - such as the 
radio request screen where you can call 
for reconnaissance or airfground 
support. In a way P the map screen is like 
a strategy game all by itself - the 




Ho hum. I'm meant to plough 
through the manual to find out 
what vehicle this Is but I can't be 
bothered, 10 I'll guess instead. 
Erm f ll J s a Ford Granada. Nope? 
Erin Vauxhall Cavalier? (etc. etc*) 



wonderful thing being that as soon as 
the tactics have been worked out, you 
can actually place yourself right in the 
thick of the action to make sure the 'fine 
tuning' is carried out to perfection. (Or 
in Duncan's case uselessly. Ed.) 

GOING TO WAR 

Ahem: this is where things start to get 
rather tricky - the training run is over. 
Having defined various para mete rs, 
(strength and aptitude of the enemy, 
battle scenario etc.) you get briefed on 
the whereabouts of Johnny Ruskte's 
strongholds and are given orders to take 
out (or hold) certain positions. You're 
then plunged into total bloody war. 
Things fire at you, so you can be killed. 

Spend a while on the map screen 
plotting your advance, and then plunge 



T 



AD IN THE COUNTRY 




f 




A Itiira I am. all alone in Hi* cchji try side, 
laid I'd meet Algy . Bert and tfi* lads her« P but 
rhty haven 1 ! ihewn up yet |rhe scoundrels^ 
Oh dtor. I luppase I'm jyi-r ga'ng to how* fa 
hang omund" waitFng far rhcm again. 




ip hip hooray! There are my faithful chom*J 
Come or* chops, lei * trundle arouTtd and 
tn&VQV in iome jolly arsfici lernn* a bi1 serioui 
World War III 'type rorn-oge taa\ r tori one to- 
elfiing up i» q silly sausage! 



A Tipadee deo 4&H Thai one i mine, ] r M juit 
have a quic^ word with Albert the. gunner. Oy 
wnKfr up eort, if| your him to da something - 
here'* my brilliant plan. (Whi ipfrr whisper 
wrmper whpsper). H«e bee hee. 



3 



A. Go on Mrt r da if now. Go an. Do it. Look, I'm 
in charge h*re, and H I tell yay to do something 
rhrn you blinking well do it ruddy well 
sharpish mtitfey, H* hain'l £rjt qny guns 1d 
shoot yau hock with, anyway, DO ITEI 



* Will done bid man. See? It wasn't hard at 

jli. was ir, Anyway, it's my turn now - hand 
jverthp gun controls. Whoddyo mean, J, no J ' H 
" s rAT TURN. Hand over Ifafi controls now. This 
ntnnL I'm Hot joking, you know,.., 



AThpnk you very much |l diMVt think], Ri 
I'm going to destroy thaF houi* rlpw - 
which button da I pr^ss to make o bomb eome 
out of that long rub* thingy on the front? Tell 
me. Whaddya mean, "it » a secret "? TfLt HIM! 




i it ?tir > 




I i 



Sight! If you don 't Ml me then I'm going to 
a* up FVr*f'* tank. Whaddya mean. I can't 
■ w it up (f | don't know which button p© 
>>? You gunners all rhinls yoo're ip bloody 
vtr. don f you? 



A vVoN well well, look aver th#r*. It s me 
en Rmy in the distance, and if you don t shaat 
them qukkly enough tneyll shoot u*. That 
means I'm going to grri to see which button you 
use anyway, Ha ho ho! 





Aba. That purl paid h> morn - and I know 
(h button Fo use now! Righto let'a aU 
-die up hj the tap of tiiii hill. Cooor, look at 
^ifw from heral Oy r C*n look - that* my 
NotO s hou» over trier*, 



t^o. no, no no no! No you can'tt Look I 
absolutely forbid it! ...I don't core - you're just 
going to have f© go in your frousers or 
lompthing oren t you. Cripet. Who s that aver 
there? Oh, it's Pehpr r Hello <hum. 



review 





HASSLE FACTOR; 3 

Lots of disk swopping, but thar 
seems to be por for the course 
wirh Mkro-prose, More annoying 
is the scenario and jingoism; 
good old America the Commie 
Bastards of Russia* It doesn't 
worry me much, but some 
people will be forced to pretend 
thai they're playing the Animal 
Liberation Front versus Conrad 
Furs {the Fur Coat People). Which 
mokes it even more fun-,. 



yourself inside the tank. All the gunners, 
when riot directly under your control, 
will automatically home in on the 
nearest irrj most dangerous enemy - so 
you can give a J fire at will' order (press 
key 'F J } and worry about driving the? tank 
(or tanks) to the spot you reckon is best. 

There are hiirs fn the game (thank 
God!), and it's a good idea to keep these 
between you and the enemy. A slow 
trundle across three miles of flat, open 
ground is not u good idea. Keep a wide 
berth, and go for a hull-down position at 
f he top of a hill. This means keeping 
most of the tank hidden behind the brow 
of the hill, with just the turret and the 
cannon sticking out over the top: it 
makes you hard to hit. Mind you, the 
enemy seems to engage in a lot of this 
hull-down malarkey as weli r so how on 
earth do you get behind them without 
getting shot to ribbons? Aha! Urn - I 
don't know, actually. A long solo trek 
around the perimeter of the battlefield 
might work. Or maybe it's better to $tay 
put and calf for an air-strike over the 
radio. Oh dear r aN this responsibility for 
one so inept. Oh no, another member of 
my platoon has just been blown to 
smithereens. Sorry chaps. 

THE 'UPSHOT' 

Ml Tank Platoon is one of those 
simulations that Microprose seems to 
excel in producing. It's demanding, it J s 
atmospheric; it's extremely addictive and 
astoundingly 'deep'. It also has a manual 
the size of Ayers Rock - which has to be 
read, so, if youVe the kind of person who 
likes jumping straight into a game and 
working things out by trial and error, you 
might be in for a shock. I certainly was. 
Now, where's the bloody manual gone? I 
need to read pages 56 to 198 again. 



THE VERDICT 



60 • 80 



1 00 



As expected Irom Microprgse, 
(his is p real in depih aim. ft's 
CQfkhig goad in n" leulay, but 
Hie necessity Jo read the 2fJ0 
[nllmn page manual might pul 
some of yo j oH 





review 




POWERDRIFT 

Sean Kelly may be to driving skills what Nigel Mansell is to method-acting 
but that didn't stop him taking Power Drift out for a test spin and living to 
tell the tale... 



Life is a little like playing Power 
Drift. You have your ups and 
downs, your lefts and rights, and 
sometimes you darn well don't know 
which way to turn. Then, to top it all, 
there are those shocking moments 
when you hit a bump so hard you go 
flying up into the air and wish you'd put 
on your pair of brown trousers after all. 

As you probably know junless you're 
as thick as Heinz Country Vegetable 



ally things move so fast that you can't 
tell the direction you have to head for 
next, which makes the game a little 
frustrating at times. 

AH the original's different track 
surfaces seem to be there and the 
varying effects they have on your 
vehicle at different points during the 
races have been kept. There's also a 
huge variety of tracks, 25 in all, broken 
down into five sequences of five tracks, 




l ^ Q © Q 




Hold on to your *loitiack**» it's mke-oH time- again. 



Soup), Power Drift -the arcade game 
involved racing a buggy around 25 
incredibly bendy tracfcs r whose height 
above sea level changed from second tD 
second, and er... that was it. Apart from 
the massively undulating track, impres- 
sively fast graphics and mean looking 
cabinet Power Drift - the Activision 
game - is pretty much the same. So, 
take away the cabinet and what are you 

left with? 

Well, a pretty 
darn rootin" 
tootin J good 
racer - that's 
what. Program- 
mer ZZKJ.. 
author of the 
brilliant Super 
Hang On on 16- 
bits has done an 
ama7ing job 
capturing the graphics, speed and spirit 
of the arcade version. The First thing 
that strikes you is the sheer speed and 
smoothness of the billions of trackside 
objects scrolling towards you. Occasion 



The range of background scenery is 
also massive, from big cities at night- 
time to snowy Christmassy-style scenes 
- just right for this time of year The im- 
pression of racing up and down the 
hills has also translated extremely well r 
and when cornering on gravel, you 
really do get the feeling that the car is 
slip slidin J away round the bend. 
Control is by joystick,, keyboard or 



HASSLE 
FACTOR: 0 
Each track loads 
in so ultra fast, 
that there's 
hardly any 
faffing about. 




BP 12 3 1* 



aaarOHM ! L Where'* th« road 
9011c!!???] I know I should have hit 
that bump slower* 



mouse and like Super Hang On, I found 
the mouse to be the most responsive 
method of control, although it did take 
some getting used to. Soundwise, 
there's an effective digitised "First lap... 
second lap. r ." etc each time you cross 
the line For a new lap and some fab 
skiddy and crashing sounds throughout 
Alas r they've also kept that really 
annoying ditty which plays interminably. 
Hopefully, a button to turn this off exists 




L_Ll 





Pick o driver, any driver* Froo set of 
racing circuits with ewory driver 

somewhere, but I didn't find it. 

Luckily though, a lot of attention has 
been played to the little details. For 
example, if you crash just before a steep 
uci'-ik, you * nu i: d fficult to get any 
speed up at first as you are attempting 
to restart on the bank. Similarity if you 
arc going under a bridge and any of the 
other buggies happen to be passing 
over it at the time, you see them zipping 
across the screen. Although this doesn't 
add to the gameplay, these sorts of little 
details can add a great deal to the 
appeal and staying power of a game. 
Possibly a good job in this case, as I 
found it Fairly easy to get through the 
first tracks, and suspect that it won't take 
most gamesplayers that long to finish 
the game. {You modest dog you. EdJ 

With the above tiny reservation taken 
into account. Power Drift is still an 
excellent conversion. The graphics and 
spirit of the original have been captured 
well for the Amiga release, so you 
should definitely jump in your buggy 
and head for the local software shop as 
fast as your little wheels will carry you. 
It's a stonket of a game. 
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WHAT'S WHAT 


TITLE 


Power drift 




Acrivision 




£24,95 


FORMAT 


Amiga 




November 



26EH3 




ATARI ST 
AMIGA 
IBM PC 



GREAT GAMES NOW 
AVAILABLE ON 16 BIT 

CodeMasters has moved in to 16 Bit! 
Superb quality games especially designed for 16 Bit computers. 



I TREASURE ISLAND DIZZY 

"DIZZY arrives on 16 Bit, Incredible 
payability, graphics and music - extra 
rooms. New puzzles and characters - 

Brilliant!!" 

ADVANCED RUGBY SIMULATOR 
'The first real simulation of the world- 
famous game -- It's all there . , . 
conversions, touch backs, line outs, 
drop kicks, real tackling, scrum downs, 
throw-ins and all the rest! 



NITRO BOOST CHALLENGE 
Amazing payability! A brilliant 
simulation. Featuring fantastic desert 
car chases - power speed boat racing 
- frantic forest rallying and NITRO 
BOOST Grand Canyon jumping! 

PRO SKI SIMULATOR 
' A very sophisticated simulation 
indeed - realistic ski jumps and 
competitive two-player action - all 
enhanced with breathtaking graphics 
and excellent sampled sound effects." 



YES! Now you 
can buy high quality 
T 6-Bit games for 
only £4.9 
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THE AC TfON STA RTS HERE 



CodeMast«rs, PO Box 6, Southern 
Warwickshire CV33 OSH 



/ FREE \ 
GAMES 
THIS 




Don't miss out on an extra special stocking this Ch ristmas when Santa |m| 1 1\ 
be awarding the lucky winners with: lu're- 

arrior 

5 FIRST PRIZES OF w n fr 

CI .000 worth of software of your choice, or an Am iga or ST plus £500 wc^ticE 
of software of your choice ban h 

10 SECOND PRIZES OF >» ™ 

£"B00 worth of sort ware of your choice 

20 THIRD PRIZES OF 

C250 worth of software of your choice 

1000 RUNNER UP PRIZES TOO! 

Any one of the si* Virgin Games arcade classics mentioned earlier 



it wal 

id-of- 



MAKE SURE SANTA 
VISITS YOU 
TWICE THIS YEAR! 



1 



HERE WE GO! 



Vi rgin Ga mes have decided to become a Sartta and hand out £30,000 worth 
of fabulous goodies- All you have to do to gai n from Sa n la's generosity is 
to buy ariV three of these games*. ISwf^^ri' v V 



5HIIM0BI 

DOUBLE DRAGON II 
GEMINI WING 



CONTINENTAL CIRCUS 

SILKWORM 

NINJA WARRIORS 



Simply collect three tokens you'll find one in each game - and send them 
to Virgin Games. The prize'draw will take place on 29th January 1990. 
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discover why! 



^S a m a w SH|N0B| 

ou're masashi, a tough ninja 
far, ior on a mission todear the 
*wn from rebel martial arts 
3 £500 wor| marics. Explore the scrolling 
rban landscape antf beat the 
Ml out of your opponents, 
pit watch out for the 
nd-of-levei guardians. 




SILKWORM 

It r s not true! Even 
after months of 
negotiation with the 
Ruskies and despite 
ti mass exodus out 
of Afghanistan, 
we're still under threat. There's no one left 
to press the Nuke button so the battJe has 
switched to copters and plane. Non-stop 
shoot-'em-up arcade action. 



earlier, 



CONTINENTAL 
CIRCUS 

Compete in formula 
one races in Brazil, 
America, France, 
Monaco. Germany- 
Spain and Japan, Race hard, but 
watch out for other cars. 
Col tiding can be fatal. And do , 
visit the pits for fuel and 
repairs. 




GEMINI WING 

The aliens have had enough, They're not 
going to takfr their brethren being blasted 
on computer screen any more. So they've 
come down in their hordes to blast 
the pitiful race of carbon based 
life for m 5 called hu ma n %. C a n 
you stop them? Somebody 
has to do it. 



NINJA 
WARRIORS 

Can you survive 
brutal enemy 
onslaught? Fight 
with hand, foot and 
dagger to rid the 
street of the scum 
that dare infest your home town. A 
classic arcade conversion. 



DOUBLE 
)RAGON II 

srotious two-player simultaneous 

arts mayhem. Evil fiends have 
ip-redyour girlfriend - it's up to you 
nd your brother to rescue her. Don't fail, 
irough the town, countryside, mountains 
d f ina I ly into the I ai r . U se w h a teve r wea pon s 
w can find to stay alive. 



ALL AVAILABLE ON 
AMIGA 
ATARI ST 
C64 DISK 
C64 CASS 
SPECTRUM CASS 
SPECTRUM +3 DISK 
AMSTRAD CASS 
AMSTRAD DISK 




£19.39 
£1999 




virgin Games 

2-4 VERNON YARD 
1 19 PORTOBELLO ROAD 
LONDON W11 2DX 





A joystick is o joystick 
is a joystick*.* right? 
Wrong! As anyone 
who's ever had a fire 
button go phutt at the 
crucial moment knows, 
you're only as good as 
your leaf switches* But 
how to sort out the 
beasts from the best? 
There's only one way. 
To lock John Mm son 
and ten ever so slightly 
phallic controllers in a 
room until just one 
emerges the winner. 




COMMAND MODULE then it* barf- be? try I in? ^ggesU 




— 5URESHOT 
M DESIGNER 
m m JOYSTICK 

W m £9,9SfSonmux 

Here's one I built earlier... 
Most joysticks end up as 
a pi fe of bits bur this one starts that way. 
There's always something satisfying 
about a good screw, I thought as I fixed 
The top of the casing to its base. Even 
though it's easy- pea sy to slip wires onto 
micro- switches you're left with a certain 
sense of achievement. This isn't just any 
joystick - it's your joystick, lovingly 
crafted with your sweat, blood, tears... 
Asa proud parent you'll be happy to 
know it contains four micro-switches 
with a leaf switch for the single fire 
button and that the stick shaft seems 
feirly heavy duty. The grip is a little 
small for large paws but the button is 
sensibly placed for right or left banders. 
As to the general appearance though.,., 
b lech h? It looks more like a nasty ice- 
lolly than a hi-tech alien -rapper! 

fr, £ NAVIGATOR 

y2n ' n kG^ping with its 

I innovative approach to 
hand-jobs, Konix comes up 
» with a a Star Trek view of 
25th century design (ie slightly sixties 
looking), Still, it makes sense. The 
contoured handle sits snugly in either 
nana, leaving your forefinger free to tap 
away on the front-mounted fire button. 
Above decks it's rather less well 
thought out. How to put this pofitely... 
erm, the shaft is tiny. Still, they do say 
it's- not the size but what you do with it! 

Construction is as solid as you'd 
expect from Konix r with a proper micro- 
switch for the fire button. There's also 
an auto-fire feature. Despite its sinuous 
curves it looks decidedly butch r and 
kindly Konix has included a second 
connector so that if you have a 
Spectrum +2 or +3 and are feeling 
masochistic, you can still use the stick. 

WfZM ASTER 

bE^h| This is the sort of thing 

that console players are 
supposed to love. A strange little box 
eonrainrng two fire buttons and a control 
pad. Jf you've never tried using one I'd 
seriously suggest you do so before 
buying, Some people can never get to 
grips with the tiniest touch sending their 
spaces hift shooting off to the left. 

Thoughtfully, Quick Shot has 
included a couple of screw-in handles. 
There's a tiny, half inch knob resembling 
a pawn from a chess set and a slightly 



longer <2") ribbed handre. The latter is 
surprisingly comfortable, but only if you 
use your left hand for steering (or dar t 
mind working with crossed hands^.The 
WizMaster can be used as a table top 
model or in your palm. Construction 
seems solid enough but the cable's on 
the short side. The response of both the 
control pad and fire buttons is distinctly 
spongy - rather like an otd Speccy r s 
rubber keyboard. There's an auto fire 
switch and the second button is marked 
turbo for superfast firepower. Strangest 
of ali is the 'multi-system adapter with 
mode switch'. Sounds impressive, but 
it's just a small switched unit which lets 
you choose between Atari, Commodore 
and Sega or Amstrad and MSX. Quite 
why it's detachable escapes me J 

aMACH 1 

B £10.99/CbeeNili 

^^^m Like Konix, Cheetah has been 
|nfl making joysticks almost as 

long as there have been 
^ home computers. The Mach I 

is a standard, table-top 
device with fire buttons at every 
possible point. There are a couple more 
buttons on the base unit if you want to 
use your toes, nose or any other 
extremity, you'll be able to blast away 
with this one. And to add to the ferocity 
of your firepower, there's an autofire 
switch. The fire buttons have c n clattery 
micro -switch feel but the auto-fire 
selector is a dodgy looking slide switch. 
The trigger grip is a good size and 
nicely contoured for average si?ed 
hands Response is on the fluid side 
with a fairly long travel and a slow 
return to the centre. The base is small 
enough to be hand held but the cable is 
decidedly short at iess than four feet. 

^ COMPETITION 
W PRO EXTRA """""" 

^ £16-49/ Dynamics 

£p ff you're a sophisticated 
games pJayer you'll 
want to slip into this 
sexy little See-through number before 
you settle down for an evening of 
thoroughly adult aiien blasting on a 
bearskin rug m front of a blading log 
fire. Sensuously caress its twin, 
micros witch fire buttons and-,, {Take a 
cotd shower r Minson! Ed.\ 

The Extra in the Competition Pro's 
monicker is more than just the 
transparent plastic body. It also features 
a three-way switch on the front for 
normal, auto-fire and most iniriguingly,, 
slow motion. This allows you to reduce 
the speed of your character with the 
joystick, which may have its uses in 
platform games for those tight 




yuppie 

manouevres but sounds positive l ! y 
kamikaze in a shoot 'em up. 

The stick's response is a trifle stiff 
and instead of the standard issue 
suction cups it has flat rubbery base 
pads. These stop it sliding but don't 
keep it from bouncing all over the place 
during a really frantic bout of stick 
wiggling. It's also rather bulky to be 
hand-held for any length of time. 

SPEEDKING 

£10,99/K*fiix 

i know a lot of people 
who love this totally 
unique hand-held. You 
grip it in your left paw, 
curling your forefinger round the base 
to tap away at a seriously light-touch, 
micro-switch fire button, That leaves 
your mitt free to manipulate the stubby 
little shaft. Despite its small size (just 2"> 
this has a surprisingly lung : i ,t vhI and 
the clicks of the switches are 
re a ssu r f n g I y po s i Hi ve. 

Like I say, there are Speed King fans 
who wouldn't use anything else. But.., 
(didn't you just know there was a r buf) f 
just can't get to grips (ho, ho, ho} with 
the thing, lt r s fine for the first few 
minutes but then a dull ache develops 
in my wrist. Five more minutes and" the 
cramps set in Pretty soon :h e a l cms are 
invading because I can't hold it any 
more. That said, it s a solid handful and 
reels built to last - no good for cack- 
ha riders, though. 



COMMAND 

MODULE 

£17,95/ 

Surtlhot 

My, this is a big 
bugger! A whopping 10 75" by 4,75'\ 
Can't wait to look inside] (Screw, screw, 
lever, wrench.) Wowi The ultimate 
space age technology - as in lots of 
space. Thin air. The Command Module 
is a classic case of packaging gone wild. 

Or maybe nor Ignore the (quote] 
Attractive labet simulating computer 
keyboard' (Do these people seriously 
believe this barf bag silver sticker is 
anything other than an offence against 
aesthetics?}. The large, oblong, micro- 
switch fire buttons allow you to get the 
sort of rapid fire rhythm only usually 
obtained by inducing a severe case of 
the shakes in your wrist. And the 
oversize base provides a handy rest. 

The stick itself is fairly stubby 
though not objectionably so, with a 
positive grip and short travel. There's 
also an auto- fire swrtch hidden away on 
the front. Construction sounds fairly 
rattly - but then again, it would with aN 
that echoing space inside. 
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CHALLENGER 

£4.99/Ch«tah 

Cheap and cheerful or 
bargain basement bullshit? 
This is certainly a challenger 
for the smallest table-top 
model, with its 3.25" by 3" base and 3.5" 
pistol grip. Cheetah still manages to 
cram in two fire buttons, on the top of 
the handle end to the left of the base 
unit- But don't think that it'll double as a 
hand held, at least not unless you're 
prepared to rip off the suction cups. 

The saving in production costs isn't 
merely in plastic though. The absence 
of micro-switches helps kenp the price 
down. It also means the Challenger has 
a far less positive feel to it. The fire 
buttons arc particularly "flat' and the 
stick seems to glide rather than click. I 
dissected the specimen to discover the 
'works' consists of a circuit board with a 
clover shaped piece of metal above it, 
which makes contact as the stick is 
moved. This is hardly the most reliable 
form of switching; however, it docs 
have an advantage in that repairs are 
possible if the contacts become dodgy. 

THE CRUISER 

£9 .99/ Po werpl ay 

There is, in the world of 
marketing, something 
called the USP the 
unique selling point. The Cruiser has a 
USP: namely, a "3 -way power control for 
extra sensitivity*. To change the 
response you hold the stick upside 
down, tug on the handle and swivel its 
collar to one of three settings a classic 
case of requiring a third hand. While it 
does loosen the touch it's still fairly stiff 
at the lightest setting. Apart from this 
The Cruiser's a fairly standard, table-top 
stick, which could he hand-held. Twin 
fire buttons make it well-suited for either 
hand; they're micro switches with a nice, 
positive feel. It's also available in a vile 
yuppie pastel coloured version, Blcch! 

A MICRO BLASTER 

W £12.9 5 /Replay 

I like the guarantee slip 
r that comes with this 
one. If it doesn't work it 
suggests you ""Check your 
MicroBlaster is connected to your 
computer." Technical stuff r eh? 

It's a surprisingly heavy stick for its 
compact size, with the usual twin fire 
buttons on the base and a raised handle 
with a short, rather stiff action. The fire 
buttons are micro-switched but have a 
loose feel and are small, so you'll have 
to be accurate: still, there's an auto-fire 
switch hidden snugly beneath the case . 

The shape of the base makes it less 
than suitable for hand-held use and 
because it skimps on suction pads it has 
a tendency to jump off the table during 
frantic manouevres. The box claims that 
the cable is an extra long 1.4m. Being a 
Doubting Thomas who doesn't hold 
with all this metrification I whipped out 
my trusty twelve inches and measured 
it at under four feet. That's 1.2m, even 
Including the D-plug. Naughty, naughty. 



Your average joystick has to deal with many types of 
game before it becomes a pile of wire and funny plastic 
bits resembling a modern 'sculpture' (only not quite as 
valuable)* So we tested our ten wibbly things on three 
totally different formats to see how they coped... 
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So it's make your mind up time... 
and I can't 1 Let's face it, just as 
them's horses for courses, 
there's sticks for software, It depends 
whether you want pixel accuracy or 
real, ram home action And it depends 
on your taste. 

Of the six traditional sticks the 
Cruiser's variable touch control was 
nice but not quite variable enough in all 
circumstances. A nice price though. The 
Competition Pro Extra s slo-mo 
cheat can be useful but I didn't like its 
stiff response. The MIcroBlnster was 
a good general purpose stick with a 
fairly stiff motion while the Mach i 
provides an easier movement plus 
oodles of fire buttons. Maybe too slack 
and slight doubts about its construction 
though, Cheetah's Challenger was 
unlikely to last forever but it's extremely 
cheap; erratic responses though. Finally 
the home grown Designer is lots of 
fun to build but less handy in action, 
It's unbelievably loose and hardly feels 
robust. Limited usefulness. 

Konix's two sticks are interesting 
variations on the theme. I was surprised 
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by the Navigator's failure, but it is 
covered by a 12 month guarantee (as 
are many of the other sticks). Its stubby 
handle ruled it out for me. Similarly the 
Speed King is a nice performer if you 
can get your hand round ft 

The Command Modulo seems 
more suited to five year olds who want 
their computer dt ;ks to look impressive 
but peel off the silvery sticker and you 
have a worthy, if not outstanding stick, 
it's also costly. The WixMoster almost 
converted me to joypads, especially 
with the longer handle screwed in. I 
could probably get to like this. 

StiJL I can't see any one of these 
satisfying me. My advice would be to 
buy a couple if you can, perhaps a stiff, 
traditional stick and 
■he WizMaster or 
even an ultra-loose 
cheapie for when 
you need it. Then 
you'll always be 
equipped, whatever 
the software 
publishers decide to 
throw at you ! 



CONTACTS 

CHEETAH MARKETING; 

Nor bury House. Nqrbury Rd, 
Fairwater, Cardiff CP* 3 AS 
DYNAMICS MARKETING: 
Now Cain Street, Ration. 
Oldham OLS frJZ 
KONIJL: Unit 35, Rossau 
Industrial Eitah:, Ebbw Vcilc, 
Gwcnt NP3 5SD 
POWlRPLATt Slpcfcgte Lane, 
D*lpn, Oldham 0L3 5TW 
HE PLAT; JubiPiM! Ddyc 
Loughborough. Leics LET 1 OXS 
SON MAX: Unir* I -4 r ! 
Wakefield Road, Driahlingrcn. 
Nr Bradford. W\ Yawk shire 
BD11 1 OH 

SPECTRA VIDEO; Unih 27, 

NortKfieJd Industrial Estate, 
Beresfard Avenue,. Wembley. 
Middii H AO 1NU 
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A joystick needn't be 
joystick shaped. The 
Quick Joy V (currently 
unavailable owing to the 
situ a Hen in China, it scry* 
hereij was a real mega unit 
complete with built In clock, 
so you could time eggs 
while playing Wicked. 
VoJrmace has an Amiga 
controller in the shape of 
plane yokes tor flight 
simulator** 

But why stop there? The 
Nintendo console has 
spawned a whole series of 
natty ideas Including a 
footpod for running gomes or 
computerised version of that old party 
favourite. Twister (well, It's still a favourite 
round our house. You should try the nude 
version!). Also for the Nintendo there's something colled the U- 
Force which lets you shadow box against on-screen characters. 
And best of all is the Power Glove which Interprets hand 
movements into commands. NASA has something similar but the 
Nintendo version will be several squill ion squid cheaper. 
Whether any of these innovations will moke it to computers 
remains to be seen. It's to be hoped sol 
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■ AVAILABLE FROM LEADING 
COMPUTER GAME STOCKISTS 

FOR MORE INFORMATION ON THESE 
TITLES PHONE: 

0836 405455* 

*Cnll* i-tt&rged £5|?.-min. vhi k *t> rate SWp-'miil. other dent* 
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review 



STUNT CAR 





car 



Question: What do you get when you cross a 
racing game with a roller coaster ride? 
Answer: The contents of your stomach all over your 
tap.*, or Duncan MacDonald's lap in this case. He 
popped to the bathroom, changed his trousers 
and joined Sean Kelly to take a more in-depth look 
at MicroStyle's new vroomer„. 



Austin Allegro drivers, eh? 
They pootle along, indicators 
fiashrrtg, at about the same speed 
as an ox, and everyone who's stuck * 
behind them knows full well that there 
aren't any turnings coming up for at 
least three miles. Well, with the need 
to expend such a vast amount of con- 
centration energy on simply driving in 
a straight line, it r s unlikely that an 
Austin Allegro driver is going to go a 
bundle on this game. So, if you're a 
member of this rare breed, it J s 
probably rather a good ides to go 
away. Go on, shoo! 

In Stunt Car Racer you not only 
have to contend with a series of 
courses which go round and round 



(and round), but you also have to worry 
about your height above sea-level. 
That's right - these tracks are not flat 
indeed no, by cracky - they undulate up 
and down like a sine curve from Hell. 
And guess what's missing from the 
sides of the not over-generously wide 
roads? Crash barriers, that's whatf Muck 
up an approach to a corner and it's not 
just a case of *0h dear r I've skidded 
onto the grass verge and bruised my 
little finger", it's more a case of *Oh 
dear, I'm going to die", which, if this 
was real life, you undoubtedly would. 
However, this is computer-game land so 
you don't actually die. But you do have 
to put up with a small wait as you're 
winched back onto the track by crane. 
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There are three ways of playing 
Stunt Car r There's the J head ta head' 
(where you need to attatch two 
computers together and take on a 
'chunY in real time}, the multiple* 
playEr (two or more players take it 
in turns against the computer- 
controlled cars r with race and lap 
times being saved, so you can tell at 
a glance who's the crap pest driver \ 
or the direct r you versus the 
computer' mode (in which you vie 
for position against the computer- 
controlled cars in a league table 
made up of four divisions). 
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THE LEAGUE CHAMPIONSHIPS 

Each of the four divisions is made up 
of three places and you, at start of pi? 
are right at the bottom of the barrel. 
Yup, 'fraid so. Division four, third pi*: 
Ideally you want to be in division one 
first place, but ideals aren't always 
attainable- Especially if you happen to 
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be useless. To rise a division you have 
to take on both the other contenders in 
your particular class, and beat them on 
DC'" tie tracks oF your division (each 
race comprises of three laps by the 
wayh At the end of each set of races, 
the person in first place gets promoted 
a division while the person at the 
bottom gets demoted. 

THE TRACKS 

There are eight tracks in all with 3 
pair of tracks alloted to each specific 
division. For instance, the two 'easiest' 
track* (The Little Ramp and The 
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Humpback) are allocated to the most 
FHrthetic division i.e. division four. Beat 
the computer cars on these and 
promotion takes you to division thr&e - 
where yrju can compete on the Big 
Ramp gnd The Stepping Stones and so 
pn. If you want to J have a go"" on one of 
the tracks that's assigned to a division 
higher than yours, that isn't a problem - 
you can just click on the practice option 
and choose a course but in this practice 
mc-de there isn't an opponent. Just you, 
your car and the promise of three 
Stomach-churning laps. Mind you, thorn 
is a digital stopwatch at the bottom of 
the screen, so you can compete against 
your own times (unless you're so crap 
that you never even manage to 
complete a lap. In which case you can't). 
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Stunt Car Racer 



Micro Style 



£24.95 
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Even though your car is a custom 
built buggy with fantastic suspen- 
sion, super-dooper bumpers and 
roll bars all over the shop, it's best 
to avoid hard knocks, though the 
courses are designed to supply you with 
just that. Each time you take a jump too 
quickly and come down with a little bit 
of a thump r a hairline crack snakes its 
way along the roll bar. When the crack 
reaches from one side of the roll bar to 
the other r your car then becomes an 'ex- 
car' and you come to a grinding halt in a 
shower of sparks. 

If you make a major guff up (such 
as coming off the track and smashing 
into the ground or not hitting a take-off 
ramp at a high enough speed) then an 
'impact crater' will appear on the roll 
bar. These holes in the metal framework 
weaken the car, and the more you get 
the quicker the crack snakes across - in 
a breaker's yard version of 'join the 
dots'. The real trouble with the impact 
craters is that {unlike the crack) they 
aren't reset to zero at the start of each 
race - they stay with you throughout the 
season. Having eight craters at the 
beginning of a race on The High Jump 
isn't a good idea... you'll be lucky if your 
buggy holds out for one lap, let alone 
three. (Unless you drive very slowly and 
avoid the bumps - but then you aren't 
going to wfn the race anyway). 
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□nc: Well jipper me scarpies 
[Eh? Ed.}* I really love these car 
games. They give me a chance 
to drive the way I normally do so I'm 
usually quite good at them, and this is a 
car game and a half. In fact it's five car 
games! (Just stick with the 'car game 
and a rraJf' Ed-) 

Having gone through the options 
sequence, a crane hoisted my buggy up 
and over the track and then 'plop', 
dropped me onto it. All of a sudden,, my 
opponent zoomed out ahead of me and 
started to diminish in size. Why was he 
getting smaller, I wondered? So I 
popped to the library and quickly read a 
book called Perspgcti'Ve And Distance by 
Professor Arnold Sweetcorn. Apparently 
the computer car was becoming smaller 

because it was 



getting further 
away from me 
which meant I 
was losing the 
race. Confound 
it! I rushed back 
to the monitor to 
see the words 
"Race Lost' on- 
screen. So 
Professor 
Sweetcorn was 
right. Curse him. 
Time for race 
two. This time I 
was ready As 
soon as my car 
landed on the 
track, I snapped 
the joystick firmly 
forward and 
heard the engine pitch rise. Yahoo I was 
moving but the computer car was still 
tearing ahead. On squeezing the fire 
button I discovered it was for turbo - 
boost Phew, (crunching noises) just 
made it round the corner and oh no, 
what's that? It looks like a ramp of some 
sort. Boing Up in the air. Still up in the 
air. STILL up in the air (maybe I was 
going too fast}, Crunch, bounce, back in 
the air, snap CflUUUNCH. Whoops. 

You know the feeling you get when 
watching a televised roller coaster ride? 
Yeah? Well, that's the feeling you got 
when racing around these circuits - 
especially the one called, erm r The 
Roller Coaster. The difference is 



HASSLE 
FACTOR: 1 
The crash 
sequences and 
subsequent 
winching back 
onto the track 
can take what 
seems like a 
trillion years, by 
which time your 
opponent has 
very probably 
put in half a lap 
(or more). 



however, that your car isn't on rails, it's 
up to your joystick skills to keep it from 
making a large mess on the ground- 
The suspension on the car r works r 
too - when you land after a jump the 
springs compress and then recoil. Even 
on a straight piece of track, if you hit the 
brakes the nose of Thn car drops and the 
scenery responds as in real life by going 
up a smidgin. Actually r when I said J the 
brakes' r it was a bit misleading as there 
aren't any. Pulling back on the stick 
simply slows the engine down, rather 
than acting directly on the wheels. Pull 
it back for long enough and not only will 
you stop, but you'll actually start to go 
backwards, I tried to complete a couple 
of the courses in reverse, but it's a bit 
tricky without a rear-view mirror. 




GRAPHICS 



SOUND 



ADDICTIVENESS 



EXECUTION 
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A stupunilti jsly fasl, 
actio n- packed, solid 3-D 
racing game. II i[ wore in the 
arcades it would 'clean up". 
Vomil inducing stuff. Brilliant! 
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Stunt Car Racer was 
actually conceptualised 
and ceded by Geoff 
C ram n end, the same 
geezer who designed and 
wrote The Sentinel. What 
a clever chap he is, Um, 
that's it - end af Mildly 
Interesting Fact One. 
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There's something you won't be 
able to see by just looking at the 
screenshats thought and that's the 
impression of speed involved. You'll 
have to take my word for this - but it's 
fantastic. The animation of the other car 
is pretty 'brill' too. It's bfc&t to zoom 
ahead and overtake as soon as possible 
and put some distance between the 
cars. There - a little tip I 

What more can S say? Stunt Car 
Racer is brilliant. The sound could have 
been a tad better, there might have 
been a teensy-weensy bit of ground 
detail during the crash sequences, and it 
would have been nice if you could have 
saved the game in the middle of each 
set of races rather than only at the end 
but other than that I can J t fault it, 
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MILDLY INTERESTING FACT 
TWO 

II If qui to dctngarous to 
drlv* a car at a vary high 
speed [in reverse J T til a 
wrong way dawn a 
motorway with your ayes 
closed and . all the doors 
open, II m, end of Mildly 
Iwteretting Fact Two* 

MILDLY INTERESTING FACT 



Ford Angiitis are not the 
world's most desired cars* 
Nor are Reliant Robins* 
Nor are Austin Allegros 
{•■pedal ly the estate 
version)* Erm, end of 
Mildly Interesting Fact 
Three. {Hang on r I've got 
p Reliant ■Mlfff... £ «f j 




Sean: First of all, let's get all the 
usual superlatives out of the 
way, Stoat Car Racer is flippirV 
brrrrrrilliant There's no other word for 
it. Well, there's brrrilfiant with slightly 
fewer Ys in it, lt J s a very simple idea - 
racing another car round a bumpy track 
-and it's perfectly executed- There. 
This reviewing! lark's easy, {Another 
paragraph pfease r Ed.) Oh... erm... 

The first thing that strikes you about 
Stunt Car Racer is the way Lhe perspec- 
tives work to create an excellent 
emulation of reality, \Eh? Ed) What I 
mean is, that when you go crashing off 
the side of the track, you will literally 
lurch forward and brace yourself for the 
impact, That's how involved you will 
get. The speed and smoothness of the 
scrolling is largely to thank for this, 
along with the solid and realistic nature 
of the graphics. 




A special mention must also go to 
the sonics. Forget about music - that's 
for shandy drinkers - what you get here 
are incredibly realistic ('cos they r s 
sampled) gut-wrenching, bending metal 
sounds as you swerve around a corner 
with your frame shot to pieces. And sick 
making crunchy noises as you bit the 
ground having fallen silently through 
about a hundred feet of fresh air, Bi.t 
that's only two major noises, in addition 
there are loads of other screechy, 
clangy, bendy effects that are guaran- 
teed to have you clenching your teeth 
and praying your 'buggy" won't fall to 
pieces halfway through an accurately 
executed jump. 

And that's another thing. The tracks 
are all cleverly designed so that it's not 
just a matter of belting round like 
Duncan when he's given the honour of 
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Waiting to get 
winched onto the 
track whilst 
knowing the other 
car is getting 
closer and closer, 
takes an eternity. 
Well, it seems to, 
anyway. 



parking the Publisher's car, ^although 
the sounds are the same) each track is a 
mix of Dune's driving, and more consid- 
ered and 'intelligent" driving. For 
example, it's better to take some bumps 
slowly and accelerate on the down side, 
rather than hit them at two thousand 
miles an hour and spend the next 10 
seconds gliding through the air before 
landing nose first 
with your suspension 
knackered, I would 
have liked more spe- 
cial features however, 
along the lines of The 
Drawbridge. It has a 
section of track that 
rises and falls as you 
race, forcing you to 
reach it at just the 
right time, 'cos if you 
don't, you either go 
plunging over the 
edge, damaging your 
suspension, or smash 
i nto it with a resound- 
ing... er.,, crash, bang, wallop. 

For many people one thing that will 
add to the game's lasting appeal is the 
option which allows you to connect two 
computers together (even an Amiga to 
an ST) and race head to head. In the 
future this will doubtless give me the 
chance to take on Duncan and whip his 
ass, but for the moment racing against 
Brian Blessed and Co is keeping me 
fully occupied. 

As it stands r Stunt Car Racer is a 
fantastic mix of Microprose simulation - 
style graphics and fantastic arcade style 
addictiveness. It's a well thought out 
very playable game which must rate as 
one of the best games 
off the year. Stunt Car 
Racer proves that M i- 
croStvlfi can really cut 
the mustard. Actually 
it doesn't, it proves 
they can produce a 
pretty, damn brilliant 
racing sim thingy and 
who cares about 
mustard anyway? 
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THE VERDICT 



Brilliantly Executed and 
programmed, a brilliant cur 
racey simmy thingy. In short 
\Ltft me qu&ss — brilliant? €d] 
Er. ... yes. Brilliant 



TKNTIN ON THE MOON 




SUR LA LtlNE 



"Hello control station ! Here is the moon rocket, Tintin speaking. I hove just regained 
conciousness. Everything seems OK, we ore now taking over the controls of the rocket." 
Aboard the rocket, you will relive with Tintin and his friends the most exciting adventure the 
world has ever known. The first trip to the Moon ! 

Will you succeed in piloting the red and white rocket through space and achieve a flawless landing ? Will you 
capture Colonel Boris, the traitor, who wants to make the expedition fail ? Will you be able to find the extin- 
guishers to put out the fires, even while floating in zero-gravity (which ins * t everybody's ideo of fun)? Will you 
succeed in finding and disarming the bombs and freeing your companions in order to get out of the rocket to make 
the first step on the Moon ? You will discover all this by playing "TINTIN ON THE MOON ', the first computer game 
based on the comic books by Herge... 
Before Armstrong there was Tintin and... may be you ! 

Available on t AMIGA, AMSTRAD, ATARI ST, SPECTRUM, C64, IBM PC 
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J Passed your test already have you? Well J rack off' to the ne-xt paragraph then, 
M this bit is for 'pedestrians' only. 

A Still reading? Goad. We'll assume you want to learn to drive. Well, thanks to the 
merry folk at Donwk you can - FOR FREE! They're so chuffed with their new arcade 
con vers [on Hard Drivin* that they're letting us offer you 15 complete (and 
unabridged) driving lessons with the British School Of Motoring, Each lesson lasts i 
whole hour, and you'll learn how to reverse round corners and carve up flashy 'G 
reg' motors - and aft those sorts of handy tips! And don't feel left out if you don't 
win. There are two flashy, Ferrari F4 remote control cars for the two runners up. 
They're worth over £60 each and really annoy old wr ink lies when you race them on 
pavements! Skip to the 'How To Win' bit to find out how to, erm r win... 




B Hello. You're obviously a snoot car-driver. You've passed your test, 
forgotten everything you were ever taught, and now drive in your own 
Inimitable style' (i.e. probably very dangerously I), Ho hum, So what do 
you want with driving lessons then? Nothing, that's what What you COULD 
do with are some car accessories - we bet! A flashy new radio/ cassette 
player? Speakers? Some furry dice? Seat covers? A sun-strip that proudly 
proclaims "Shaz and Ba^"? A couple of halogen headlight bulbs? Yes r all these 
things (and more] could be yours if you walk into a Ha If or ds store armed with 
the £200 voucher we're giving away. How you win it is another matter though 
- skip to the How To Win bit to find out. 



® 0h dear, you're not a 'minority person' who's passed the driving test but 
hasn't got a car? You are? Blimey, what use is P Halfords voucher to you 
then? Well here's a hint ... 
Halfords sell bicycles. And a rather good mountain bike can be picked up for 200 
quid (and pedal power is ecologically sound' after all). What a brillo hint that was, 
eh? Now go to the How To Win bit... 



Ahh r there you are. Right here's how to win these fabulistic prizes. ,,, by 
entering this blinking competition of course, you twerp! Ho ho ho. But what do 
you have to do though? 
it's a piece of cake actually. Pictured opposite is a mock-up of a driving test 
examiner's board (the one he ticks everytime you do something 'wrong' \. On the 
board are several manoeuvres that would ensure failure in a driving test All you 
have to do is place them in order of severity by numbering them from one 
[extremely dangerous I to six [just stupid). So, if you think 'reversing onto a busy 
street without booking' is the most dangerous thing you can do, then put a number 
one in the box next to it. Arid so on, till you've done all six. Then fill in your name 
and address, cut the whole thing (or a photocopy) out and send it to Hard Drivin'? 
HI Give You Hard Drlvin J Competition, ZERO, 14 Rathbone Place, London W1P IDE, 
And get into overdrive 'cos you've only got 28 days to get it here. 




Photon Paint II and 
Fan ta vision. Are they really 
works of art or just a load of 
Jackson Pollocks? Alan 
Tomkins susses out whether 
they're worth spending hard 
earned Monet on. 



PHOTON 
PAINT II 




Art packages come and go all the 
time- - each one attempting to 
outdo all that have gone before, 
but few last the test of time to become 
true masterpieces. One of the few that 
has is Mtcroillusion's Photon Paint - a 
HAM (hold and modify, not something 
you put in a sandwich r clotf} package 
for the Amiga. When it was first 
released, it set new standards for HAM 
painting - not only was it a full-featured, 
user friendly package, but it also had 
many advanced features - most 
notably, the ability to wrap brushes into 
geometric shapes. So when I heard 
there'd been an update (imaginatively 
called Photon Paint II) I wasted no time 
in nabbing a copy to see for myself. So 
what's been added and how good is it? 



WHAT YOU GET 



Well first off you get two disks - one for 
the program, the other for demo art and 
animation files.. There's also a very well 
written and easy to follow &S page 
manual which outlines the functions. 




tools and gadgets, gf each drop down 
menu and ha$ some very useful 
tutorial If it had illustrations, it would 
really set the standard for manuals, so 
Microillusions, if there is a Photon Paint 
III, bung 'em in and show people just 
what a manual should look like. 



BRUSH STROKES 



After booting the program the blank 
work screen comes up - except for the 
so-called fast menu which can be 
toggled on and off with FIO {it can also 
be moved up and down the screen at 
will). This oonrn ns thy ma. ; n d rowing 
too!$ - pen, air brush, fill, zoom, text 
and the colour palette. 



mm 



FANTAVISION 



Fantavision is a package I've been 
waiting to get my hands on for a 
long time, so when I found out it 
cost under 40 quid r J was a bit suspi- 
cious. Surely it can't be so cheap? The 
highlight of Fantavision is that you can 
create frames for animating and also 
bring them to life with sound (the 
package comes with a library of 19 
samples complete with balance, pitch, 
echo, duration and volume controls^ In 
fact, I can guarantee you'll spend hours 
playing with the sounds alone! 




WHAT YOU GET 



Open the packaging and you find one 
disk containing the program, demo 
movies and a library of sound effects 
along with a 64 page manual plus a four 
page quick start card. On hooting up, 
the desktop displays two programs - 
one is Fantavision for creating movie$- 
the other is Fa nta player, which if you 
hadn't guessed already, is for playing 
finished movies. 

If you double click on Fantavision 
you get the workscreen, The first thing 
you'll notice is That .nil the tools and a 
full palette of 32 colours are displayed 
around the screen in neat little boxes 
(these can be toggled off and on). There 
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Here's a 
screen (rem 
P he ten II 
showing the 
fait menu, 
together with 
the loom box 
activated en* 
£cra«n that 
hai been 
wrapped In to 
a ball. 

P ho tea Paint 
II, cemes with 
a number of 
demo screens 
- these have 
had the 
perspective 
treatment. 



On hitting Return this menu is 
enlarged to include RGB and HSV 
controls r not to mention the full colour 
selection squares that enable you to 
select the exact shade you want. 

There are six drop down menus - 
Project, Preferences, Brush, Special and 
two Modes menus. Project includes 
Ir-nd, save, remapping, alternate page 
and font gadgets. Selecting Preferences 
g*ves you the option of screen mode, 
offset, co-ordinates and mouse gadget. 
Brush includes resize, rotate, wrap on, 
luminosity, bend r stretch, twist, and tilt 
while Special has stencil, grid and 
shadow and the two Modes menus 
have various blending gadgets. 



This shows 
en* erf the 
animation 
i< mot that 
comas with 
Fantavif ion 
It ifcew* a 
prehistoric 
swamp and 
a Br onto- 
snvrvt* 



So much for what you get,,, let's see 
how well it works. For me the make or 
break of any art package is its zoom 
mode - get this wrong and you can 
forget, it. Thankfully r Photon Paint II has 
a very flexible zoom which starts off a$ 
a small box and can be moved to any 
part of the screen a nd resized at will 
You can also zoom in and out of the 
zoomed image. 

To see how well the wrap functions 
work, I loaded up a picture. All you do 
here is go to the Brush menu, select the 
ball gadget and then place a small cross 
on the screen which can be dragged to 
the required size. The result is spectacu- 
lar - a perfect representation of the 
original picture in a 3 D ball appears on- 
screen. By adding luminosity you can 
then bring the image to life. Don't 
overdo the brightness, as too much 
spoils the end result. 

You can also control the light source 
and postion it above, below, either-side, 
behind, or in front of the image. These 
functions are so good, you'll spend 
hours just playing around with shapes 
and light sources - I did. 

Stencils, which are used to define an 
area of the screen, cannot be altered by 
any subsequent painting action. Here 
you draw a freehand outline around the 
image you want to protect This function 
is incredibly useful and easy to use and 
can be toggled on and off. Likewise the 
airbrush - its size is adjusted by simply 
clicking inside the air brush gadget and 
dragging it to the required size. The 
blend function is very effective - after 
you've loaded a picture you can then 
load in a brush file (a ghost is provided 
on the art disk). (Spook! Ed J Select the 
blend gadget end you're ready to start 
blending. Make sure you experiment 
first though 'cos it takes a while to get 
the effects you want. 



MOVIN IMAGE 



Now we come to the pay off because 
Photon Paint II has full screen animation 
enabling you create up to 10 full screens 
(Anim files} and then play them back. To 
use this you must draw and save 10 
different screens of animation (in true 
Blue Perer style Photon Paint II has 
already done this for you by providing a 
10 screen animation of a horse). Next 
design and savtj a background screen 
on which to place the animations. Now 

are also two other boxes — 000 is called 
Modes and the other is called Him and 
it's this one that a! lows you to actually 
make a movie, Across the top of the 
screen are four drop down menus - 
Project for loading, saving and clearing 
movies and backgrounds and sounds. 
Edit for CLitt ng *md pasting, anr.1 
Options for modifying palette, screen 
format plus preferences. 

Fa nta vision differs from most other 
art packages because it's object 
orientated (in other words you create a 
number of objects that can be manipu- 
lated by the program). As with Desk Top 
Publishing, you set the number of 
frames you want to use and the 
program then fills in all the missing 



an extra page has to be created to place 
the background on - this is done by 
loading the animation and then hitting 
K 1 on the keyboard to take you ahead of 
the 10 animation frames. By selecting 
Insert Page, you will call up page one of 
11 pages . 

Mow you've got to merge all the 
horse animation frames with the 
background. This sounds easy- but care 
must be taken when merging to make 
sure that the background is transparent, 
I had a bit of trouble getting it right but 
soon caught on, and had the horse with 
background up and running fairly 
quickly. But a word of warn ing to those 
of you who are new to HAM painting - 
while painting, and particulary cutting 
and pasting, you'll experience a number 
of streaks across the screen - ignore 
these, the computer plots the image 
correctly when your frames are running. 



THE VERDICT 



I'm really impressed with Photon Paint II 
because even with the very advanced 
functions it's so easy to use. You can 
create anything from beginners' 
doodles to complicated works of art like 
the Mona Lisa. This upgrade is faster in 
all its operations I a welcome touch, 
because I for one am always moaning 
about the slowness of the Amiga 
operating system) which proves that the 
Am iga can be speeded up if the 
programmer knows what he's doing 

For the benefit of those of you who 
who missed out first time round with 
Photon Paint I and are just about to buy 
an Amiga, I recommend you 
shell out for Photon Paint II, 
Don't be put off by HAM 
mode or the advanced func- 
tions because you'll soon get 
the hang of it. Photon Paint II 
is definitely state of The art 
and it's going to be a very 
hard act to follow. 
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frames. This whole process is known 
as 'tweening'. 



MAKIN' MOVIES 



So would Fa nta vision win an Oscar? 
And more importantly, is it easy to use? 
Well, select Tools on the on-screen 
menu and then click on the pen icon 
and move to the screen. Then by 
clicking on a number of different points 
make a box (this is done with K-lines). 
Make sure you keep the same pressure 
on the mouse button when you start or 
it defaults into a time signature for 
tweening. You'll find that after drawing 
the box r a number of things can be 
done to it. Firstly, you can change its 
colour by pointing to the one you want 
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Bring Back The Glory Days, the brief of the newly appointed 
PLAYER MANAGER, an International class player, as he takes 
charge of a third division club. His success depends on four distinct 
aspects of the game. 




Hosts of other factors like referees, injuries, disciplinary prob 
plans of a manager. The PLAYER MANAGER brings everyday 
and a player into a sharp FOCUS. THE FOCUS IS ON YOU, 



lems F team morale etc, can lay to waste the best laid 
realities of a Manager's life, his talents as a manager 
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0322 93422 
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artifacts 



Thii thaws the tool boxes oitd a circle that has been 
stretched la the rough shape of a man, by dragging a 
number of Hie edge bomoi - in this case 1 %* 



in the palette box or you can manipulate 
it in a number of different ways. By 
clicking the arrow icon in the Tool menu 
(the main editing tool) then clicking on 
the box, it can be dragged around the 
screen, turned, twisted, squashed or 
flipped. This part of the program is very 
powerful and impressive. 

Once you're happy with your image r 
you can then go to the on-screen Film 
menj box and by selecting Blank, move 



to your next frame, If 
you then click on the 
circle icon from the 
Tools menu you can 
make a circle and 
change its colour, 
Then choose the Film 
option and click on Go 
- the program takes 
over and animates the 
box into a circle right 
before your very eyes. 
Well impressive! 

An excellent feature 
of Fa nta vision is that 
each object has a box 
at each point (the 
default for a circle Is 
13}. These can be used to drag the 
object into a new shape while you can 
also drag a circle into a man for 
instance. Text is added by dragging a 
box DTP fashion and typing it in. This 
can then be positioned anywhere on 
screen simply hy dragging. You can 
also import backgrounds from other art 
packages as well as objects to be 
animated if you like. 

Fantavision not only lives up to 



expectations but it's a package you can 
have a lot of fun with whilst you create 
amazing animations. It's well laid out 
and is very user friendly, {as long as 
you're careful with the ffirst mouse 
click). The sound section is also very 
easy to use and Is mind-blowing when 
you're playing 
back a movie. 

All in all if S a 
very powerful 
package that's 
worth a full price 
tag. At under 40 quid 
it's a steal So I have ab- 
solutely no hesitation in 
recarnendi ny it. 
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BETTER BY DESIGN 



Ever felt let down after finishing a 
picture and found that the text 
font used in the package just 
doesn't do it justice"? Well, your days 
of frustration are over - follow this 
step-by-step guide and your text 
styles will be limitless. 

But, if you produced your picture 
inl6 colours you won't be able to 
produce psychedelic multi-coloured 
texts. M you have an ST r port it into a 
Quantom Paintor Spectrum 512 
(Amiga owners have no problem - 
just up the mode). 

1) First thing to do when thinking 
of adding text is to find a good 
looking style. The best way to do this 
is to pop down to your local art shop 
arid buy a copy of the Letraset 




Graphic Design Handbook for just 
under a fiver. It's got a TOO or so text 
styles to play with (remember 
Backlash! A Letraset font called 
Calypso was used on the title scree nk 

2\ Having chosen your text r draw it 
in free-hand and fill it in with the 
transparent colour of your palette. 

3) Now put a box around each 
letter, using another colour, and flood- 
fill the surrounding spaces inside the 



boxes. You have now finished the first 
stage in creating a multi-use textfont, so 
save them to disk for use in other 
pictures. The reason the letters are filled 
in with transparent is to allow you to 
use them over and over agam with 
different fill patterns - so here's how 
you make a few... 

4) If you have only 16 colours, select 
white and two or three shades of 
another two colours. Then draw a line in 
white near the bottom of the screen. 

5} Using the lighter of the other two 
colours, place- gne or two lines above 
the white and repeat with the darker 
shades of the same colour, placing 
them above. Repeat this process with 
the darker colour below the white line. If 
you have more colours to play with then 
you can add them for greater effect You 
can also create patterns with diagonal 
lines or even use the spray can to 
produce a mottled pattern. 

6} Once you're happy with your fill 
pattern, cut and paste the letters into 
the words you want to use r then fill the 
area around the edges of the letters 
with the box colour. You're now ready 
to produce a shadow effect. 

1) Select the box tool of your art 
package and make a black box. Then cut 
and paste the text font over the black 
box. Now flood fill the black area 
outside the text. And then repeat with 
the transparent colour - you'll 
now have your text in black - so 
cut and paste to the depth of 
the shadow you want and cut 
and paste your textured text 
over. You're now ready to 
place the whole thing into 
position on your picture! 



ZERO GRAPHICS OF THE 
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r— 1 AND NOW THE CALLf FtY.„ 
■——J We'll be publishing the 
best at you* pictures and the 
belt of your lips for creating 
pictured e*#ry month. But the 
only way wo a* do Hint ts H 
you send th am In. So got T em 
rolling In (I nood the stomps), to 
Alan T omklo*, ZERO, Artifacts, 
14 Rath bono Place! London W1P 
IDE* And remenrtbor ovary 
picture prtntod wins a prize* 
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XENON ll-MEGABLAST (Image Werki) 

BATMAN THE MOVIE .(Ocean) 

BLOODWYCH (Image Werb) 

GEMINI WING (Vlr S | fl Games) 

LIFE & DEATH ....... (Mindscape) 

STUNT CAR ... (Micro Status) 

SHINOBI. 

A.P.B „, (Ten gen) 

XE NOP HO BE „, [Micro Style) 

ROBOCOP . (0«an) 

BEACH VOLLEY (Ocean) 

INFESTATION (Psygnosis) 

MR. HELJ [Firebird) 

F-16 COMBAT PILOT .(Digital Int.) 

VIGILANTE,. (US GoM) 

DYNAMITE DUX (Activisien) 

PAPERBOV (Elite) 

RICK DANGEROUS ...(Firebird) 

POPULOUS-PROMISED LANDS [E/A) 

LIGHT FORCE (Ocean) 

HONDA RVF750 [Micro Style) 

RED LIGHTNING _((JS GoM) 

RAINBOW ISLAND (Firebird) 

INDIANA JONES / LC (Ueufifir) 

THE SlEW ZEALAND STORY (Ocean) 

I VAN HOE,,. ,. (Oeiii) 
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GHOULS 'N' 

GHOSTS 




Ghouls W Ghosts is possibly the only arcade game with 
between -the -legs joke potential. David McCandtess grabbed 
- his latex vampire cape, day-glo fangs, a far of foof-your- 
V friends fake blood and went, like a bat out of hell, to the 

depths of Abbadon {well Manchester actually) to see the 
>orr!fyingfy good work being done on the 16-bit conversion. 



1 1; 



* 




Thli Is white you start lit the «qM« f right slam Mm 
tn the middle of a graveyard haunted by famished 
lombies and qhovls. 



Yapevrlsed creatures often leave chut* behiaol. That* 
can conceal useful items (extra life, armour, weapons 
etc) or not so useful items (10 rearers, mare creatures, 
betamax video* etc 




Tho terrain changas a nolo here, as ladders and 
platforms delve Into tho bo well of the hill. Animated 
root* and big fat pig* patrols stalk around hero. Some 
serious dexterity and cunningnei* Js needed. 




Hero's tho same area In tho arcade version. It's on « 
much larger scale on the <aln-op with three levels of 
parallax scrolling, a resolution of 30 & x 24 a to 256 
colours, and about three 60001) processors and a ZQQA 
ce-preressort* Well, whaddya expect for £ 1 SOOT 
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Manchester is a strange place. It rains 
almost continuously and all the 
buildings seem to be either brown, 
black or gray. People wander about saying 
"Aye chuck" and "Appen it was 11 quite a lot. 
Software Creations 1 offices are parked quite 
conveniently (and some might say, ironically) 
above a computer shop which, in turn, is almost directly opposite 
a pompously white-washed building signposted as The National 
Computer Centre. Yep, this is computer country all right. 

Creations shares a hallway with a libel solicitors and an Italian 
hairdressers, but the modesty of its offices is no reflection on the 
quality of its output. Titles like The Sentinel, Bubble Babble, and 
Bionic Commandos have surfaced from those backrooms and its 
reputation has enabled Richard Kay r its young Managing Director, 
to nab what has to be one of the juiciest coin-op licenses for some 
time, Capcom's Ghouls W Ghosts. The 16-bit incarnations have 
been constructed by David Br&adhurst, art worked by Andrew 
Threlfall a nd maestroed by Tim Foltin. 




THE BEGINNING... 



Software Creations is one of those 
companies whose name rings a 
bell, but you can't actually match 
the name with a game. "That's because 
the company has something of a split 
personality;" explains Richard Kay. 
"There's Software Creations and then 
There's SoftwarE Creations Ltd/' 

Huh? "The former is the home-micro 
software development department. It 
deals with all the arcade conversions 
and other stuff in Europe." Whereas the 
limited company is a banner for alt the 
ROM (Read Only Memory) development 
the company now dues. ROM develop- 
ments seems a bit Df an obscure term. 
What exactly docs it mean? 

Richard waves a few important 
looking papers in my direction, but I 
only catch the words 'CONFIDENTIAL' 
and 'NINTENDO'' stamped across them 
(in blood for all I know). These clandes- 
tine papers are so hot Richard has to 
wear asbestos gloves to handle them. 

"We're offical developers on the 
console."" He grins proudly. Not only 
because he managed to remove the 
asbestos gloves without ripping his 
cuticles off r but because there are only- 
three other official Nintendo developers 
in The UK. The others are Elite, Ocean 
and Rare (formerly the legendary 
Ultimate - Play The Gamp). His grin is 
also widened by the fact that 1 in 4 
families in America own a Nintendo 
- thafs 80 million units, 30 million 
potential sales, SO million possible 
Software Creations logos adorning 80 
million possible US television sets... 

I hear the distinct ringing of cash 
registers in the background. Richard 
disagrees. He describes the long weary 
route Trom the game to the dosh. 
"If we have a game finished now, it 
won't oven be looked at until the end of 
the month, And then it won't be 
allocated until the second quarter of 
1990. So you won't get paid until 
several months after that." Without 
doubt a bit of a bummer. 

Richard, previously a mere program- 
mer and hexadecimal dogsbody, 
formed the company in (nostalgic tone) 
the Spring of '86. The sister ROM firm 
started in February last year. They've 
been working on Ghovis since January. 



THE GAME 



You play Arthur, King of the 
Britons, chivalrous knight and all 
round nice guy, as he careers 
across five landscapes in an effort to 
rescue some bint who's been kidnapped 
and imprisoned in the most hellish of 
cells, Hell itself in fact. The path of the 
lp a me takes you across deceptively calm 
countryside, through deceptively 
deserted countryside., up Co Mount 
Olympus and down into the Echelons of 
Hell (not your average Bank Holiday day 
out by any standards). 

On the first level Arthur lopes 
through a graveyard and then out into 
the great green outback. Grim reapers 
are coughed up out of the ground, while 
vultures and skull- spitting vegetation 
perch in awkward places. Arthur fights 
these with a combination of dexterity 
and projectile weapons. He starts by 
bunging swords about r then progresses 
to daggers and axes by shooting chests 
and collecting the booty within. On the 
inanimate side, there are guillotines and 
disappearing bridges Co cope with. At 
the end of the lev&J, an amour-plated 
cross between Patrick Moore and a 
green chicken awaits, guarding the 
portal to the next level... 

Next a rotten festering ghost town 
conceals bouncing skulls and mutant 
flies r at; well as hyperactive red gar- 
goyl'cs and blue serpent jobbies. 
And just in case that little me 
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THE PROGRAMMER 



Apart from his impeccable taste in 
christian names, David Broadhurst is 
also a talented programmer. He's 
converted Bubble Babble, LED Ston 
and Bionic Commandos. David's 
computer history reads like a cliche. 

He began by tinkering on the cus- 
tomary Sinclair home computer -1ZX 
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81 in this case); he later upgraded to 
a more acceptable micro (Commo- 
dore 64); produced his quota of 
completely embarrassing games 
[Mr.Frostie And The Kilfer Penguins 
and C5 CUvb), He was then messed 
about by the usual company- 
desti ned-to-fold (Icon Designs) befor 
finally finding a job with a reliable 
firm ^Software Creations) where he 
works happily to this day. 

The idea of doing an arcade con- 
version has always appealed to me 
because a few weeks 'testing' the 
arcade original doesn't seem that 
much like hard work. How long did 
David spend 'testing' the coin-op? 

"It took us three weeks and luckily 
we found a test mode on the arcade 
and used it to see the graphics r back- 
grounds and animation. " 

The conversion was a mammoth 
task. Was he daunted? 

''Had it been my first project I 
think I would've made for the nearest 
10th floor window, But since it's my 
fourth project I've got the experience 
and the confidence to cope... I think. 

The first thing I 
faced was the 
scrollinglhc snarls] 
That took a while. 
Then I had the 
graphics for the 
main Arthur sprite 
moving left and 
right at the start, 
but I ran out of 
memory, so he had to be flipped. 

Next problem was to get him 
walking up and down the slopes. On 
a normal platform game everything's 
straight and rigid r whereas the terrain 
iiG'W'G is uneven, The ground had 
to be indexed to a table which con 
tained its height, just so he could 
walk up an r d down." 

Sounds complicated. The arcade 
contained far more sprites, how did 
they all translate onto the 16-bit? 

"The sprite routines are simple but 
the sprite logic is difficult, mainly 
because there's so much of it. Every 
level is essentially a sep* rate game/' 
Just to fuel the eternal 'better than 
yours' debate, I ask whether David 
prefers, the ST or Amiga. 

I prefer the Amiga, but it's not as 
good as everyone says. It takes a hell 
of a lot of memory to get a decent 
scroll going. I do like the blitter, it's 
not any faster than the ST's sprite 
routines, but you don't have to have 
shifted definitions," 

Will there be any difference 
between the ST and Amiga versions? 

"Definitely. For a start the 32 
colours on the Amiga will mean more 
detailed backgrounds and the 
scrolling and music will be better." 
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icky series of 
^by trapped 
. r o r m s 0 n d 
red hot lava 
co navigate as 
^erebrus [the 
canine that 
guatuS the entrance 
to Hades. Mythical 
Ed.) awaits, stand- 
ing yuard attno ore 
of this leveL 

More beast and 
behemoths popu- 
late level three. The 
whole style of the game changes here into 
a vertically scrolling shoot 'em up. A plat- 
form carries you inexorably upwards while 
packs of knights and statues 'have a go'. 
Then you have to high-tail it across some 
demons' long ues (euchh ! ) to confront the 
bulbous eye at the end- 

Level four is the gooey descent to Hell H 
taking place across a slimey vista packed 
with oversized vegetables and man-eat- 
ing flora. Caterpillars and more grim reap- 
ers are your enemies here; some serious 
reflexes are needed if you want to survive 
the dreaded slippery tubules and sinking 
sunflowers. The final mother is a great 
:jk; massivegreen boil, protef.ed tiysnmo 
creepy beetles and spitting pores. 

Level five is hell (literally), culminat- 
ing in a confrontation with Beelzebub 
himself. By this time you should have 
accuJumlated a few 'super-weapons' to 
aid you in your fight. These are quite 
inventive: one ignites the platforms in 
front of you, nicely oxidising all Thr 
creatures within range; another 
conjures a mirror image of yourself, 
who follows in your wake, doubling 
your fire power; another mega weapon 
attracts massive lightning bolts to your 
armour., electrocuting everything else. 



BLOODY SCROLLING 



What does programmer David 
Broadhurst have nightmares 
about? What would he happily 
wire up to the National Grid and 
electrocute? Just what makes him tear 
out his hair and jump up and down in 
pure white frustration? 

J, That bloody ST scrolling!" 
David has several other adjectives he 
uses to describe the ST r s scrolling 
ability, but printing them here would 
require profuse use of asterisks. We 
settled for describing it as "the pits". 

Ghouls 'AT Ghosts is an all-action., all 
scrolling game, and that scrolling was 
probably the most daunting task in 
converting it to the ST. Unlike the 
Amiga, the Atari has no inbuilt hard- 
ware for shifting the screen at speed, so 
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Andrew use* a map editor, written 
by David, to design the levels 
There are 120 pre -doslg tied blocks 
per level, which ere stared In feur 
preset definitions ta pre vide a 
decent scroll* 



programmers have 
to write dedicated 
routines to scroll the 
ST display. These 
arc often horribly 
inadequate. How did 
David solve this 
"bloody ,r problem? 

"With great 
difficulty/' he- hisses 
through his teeth, 1 
have to have all the 
background blocks 
(the scenery etc) 

shifted in memory 

four times per block 
tD achieve a reasonable scroll. There are 
120 blocks per level which take 32K r and 
then they're shifted four times so that's 
]'JHK I- $ the only way you can 
possibly get a decent scroll." 



AFTERWORDS 



Ghouls is going to be tried out 
under the company's new 
internal games-testing policy. 
Richard confesses that their 16-bit work 
has been a little weak in the past, and 
now a group of people sit and play the 
game through for bugs and complaints. 
As an incentive Richard offers a pound 
for every bug found. So, it's two hours 
of extensive games playing and then off 
to the pub for a few /ars of well earned 
bug-money. Richard spent 37 quid on 
level one alone, but compared to a 
riotously happy public and warmly 
smiling US Gold r it's a "minor cost . 

This game is likely to suffer from 
'Last Ninja syndrome',, a celebrated 
disorder, whereby the sequel preceeds 
the original game. This game's original, 
Ghost W Goblins, is being programmed 
by Elite Systems and won't be seen 
until early 1990- 

The sequel is out at Christmas. It's 
takc:r a year of hard slog and blurred 
vision, and is as visually close to the 
arcade original as anyone could hope; 
thf^garneplay is accurate to the arcade r 
rignt down to the way Arthur sticks his 
bottom out whan he climbs a ladder. 

Ghoui$ W Ghosts is one Hell of a 
good game! land that's one Hcli of a 
bad pun, Unamused Ed.) 



WHAT'S WHAT 


TITLE 


Ghouls 'N' Ghosts 


PUBLISHER 


US Gold 


PRICE 


£19.99/ £24,99 


FORMAT 


ST/Amigo 


RELEASED 


December 




The bask loyovt U doslgnod without sprites or moving objects, 
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THE GRAPHICS MAN 
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Andrew ThretfatVs computer past is 
almost as typecast as David's. His 
part-time job in computers fur- 
nished his home with a 
Commodore 64, that was 
promptly used as a work 
station for Andrew's 
earlier graphics. After pro 
viding thegraphics for 
several games (unnamed 
here to avoid embarrass- 
ment) he decided to 
approach Richard for a 
"job 1 . His calibre was 
recognised and he was 
instantly set to work on thp 
visuals for games like 
Bubble Bobbfe, Bionic Com- 
mandos and Flying Shark. 
With an awesome chunk of 
software such a$ Ghouls T N* 
Ghosts, the sheer quantity of 
graphics, is enough to turn a normal 
graphics man into a blubbering 
wreck of quivering flesh (probably) 
There was a hell of lot there," 
Andrew remembers, "arid we 
thought My God! Where are we 
going to start? Capcom really went 
to town on the graphics," 

The test mode certainly helped 
enormously. With it you can isolate 
the building blocks and the sprites 
and also their complex animations." 

But the graphics remain on the 
arcade screen and you've got to get 
them onto the computer screen. 
How's it done? 

"Well, we spend a few weeks 
'testing 1 the game, getting to know 
where all the characters are. Then 
we set up a camera, take pictures of 
certain points and screens from the 
test-mode, Afterwards I just work 
from the snapshots." 

Andrew normally makes like 
Picasso on the target machine but 
completely in love with the Amiga, 
TJList can't wait to get my hands on 
it"}. He uses Degas for the back- 
grounds and still graphics, and Art 
Studio for the animations. 

The coin-op has a resolution of 
about 308 pixels across by 257 
down with about eight squillkm 
colours, and three levels of parallax 
scrolling. How did you manage to 
squeeze that much data in this 
much of a computer? 

"Well all the graphics are smallei 
but they're in the right proportion. 
Several things had to go, primarily 
the scenic backgrounds. We could 
have had parallax scrolling but only 
in eight colours per background. So 
we decided it would be better to 
concentrate on the foreground." 

It must be really satisying after 
nine months of work "24 hours a 
day" to see your finished product 
being played and enjoyed by 
people, to see all your work 
splashed across full colour spreads 
in national magazines. "Yes it is/ r 
And if someone were to accidently 
e ra se all your disks you r d do it all 
again quite happily, wouldn't you? 
"Eh?" Only kidding. 
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MASTERS OF STRATEGY 



I. Hampton Road Industrial Estate. Tetbury, Gifts. GL88LD. Tel: 0666 504326/5044 12 
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THAT DOES IT / 





David McCandless knows a thing or two about the current 
musk scene and all things street-cred so who better to play 
Blade's new sti-fi strategy laser Squad which, er,„ has really 
got nothing to do with trend in ess or sounds* 



WM or most people the title "strategy- 
E game" conjures up the image of a 
dull, terrifyingly boring game and 
middle-aged gents with long, curly 
moustaches mobilising around a table 
caated with lots of little hexagons. Well, 
if you're like most people then be 
prepared to change your views, because 
Laser Squad is an example of how 
strategy games can be fun, fun, fun 
(even when your father has gone and 
-^possessed the T-bird). 

Laser Squad is interesting and 
different for three reasons: 

a) because it has five intricate sci-fi 
scenarios to choose from; 

b) because it actually has a suspense 
element; and 

c) ... er, because I say so. 

The first thing to do in this game is 
celecjate weaponry and armour to yo jr 
suuad members. You have a certain 
amount of 'credits' to do this with. The 
difficulty level determines the numbers 
of creds you start with, ranging from 
fabulously rich to National Health. 
lOooh! Bit of politics there! Nice one}. 
Top of the range in the artillery 
department is the heavy can nan {a huge 
industrial laser gun) to the Marsec pistol 
{a weedy domestic handgun}. You can 
also get your fair share of grenades, 
mines, ammo, machine guns, rocket 
launchers and light sabres. Once your 
squad is all 'gunned up r then it's well 
and truly mission time. 



THE MISSIONS 



THE ASSASSINS - Target- mega- 
corporate, high-rank, big director type 
person. Sterner Regnix, This man has 
embezzlement and espionage for 
breakfast, and then moves on to 
government manipulation and drug- 



dealing for lunch. Tea-time could spell 
the end of the galaxy. Laser Squad is 
deployed to pop Reg nix's corporate 
cork. But he is extremely well protected 
by his planet fortress and an elite 
squadron of combat droids. 
MO0NBA5E ASSAULT - Target: the 
omni-corpo ration's moonbase on a far- 
away planet, concealed right in the 
bowels of the galaxy. The moonbase 
cheekily houses the movements and 
secrets of rebel groups like Laser 
Squad. . Laser Squad values its privacy 
(and has some rather unsavoury 
connections with The planet Soixgnte* 
Neuf) and so deploys itself to put the 
nosey corporation's conk out of joint. 
RESCUE FROM THE MINES - A 
jumped-up group of 'annals" (Laser 
Squad jargon for 'amateurs'} have 
Fluffed up an important mine- 
installation blow-up job. Luckily \or 
unluckily depending on how annoyed 
you are at the amatsr, three members 
of the squad have been imprisoned. 
They have vital information about the 
rest of the mine complex. Laser Squad 
miss their tea-break to boldly go and 
free the prisoners. 
THE CYBER HORDERS - A rebel 
planet installation is being attacked by 
a squad of frumpy combat droids r 
intent on disrupting the seismic 
equilibrium (that's volcanic activity to 
you) of the planet. Laser Squad must 
'dig in' and give 'Jerry' a damn good 
British whipping. 

PARADISE VALLEY - This scenario's 
title is deceptively wrong... it's not set 
in a valley at all. It's more of an alien 
infested quagmire, fraught with pit 
falls, rivers and tunnels and about as 
Garden of Eden-like as Cyril Smith's 
back passage. Laser Squad must 
'penetrate' this paradise to succeed. 
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LASER SQUAD 




DEPLOYMENT 



You get a God's eye view of the level 
which slices away all the roofs of 
buildings, detailing all the flora and 
fauna, tunnels, corridors, objects, 
toilets, doors and computers. In fact it 
shows everything except your enemies" 
positions. Those you never get to see 
(the screen blanks while the computer 
moves themf remain invisible until one 
of your teams has eye contact 

Laser Squad is quite a civilised 
game. You and your opponents actually 
take turns. Each member is allocated a 
number of movement points - the intial 
number is governed by how much the 
character is carrying how agile he is, 
and whether he's a pencil -necked 
shandy man or not. 

Rotating on the spot costs one point 
per direction, moving across normal 
terrain (corridors, space etcf costs four 
points, while more 'arable' terrain 
(trees, grass, dead bodies etc) costs 
even more If you come across an 
enemy jor 20) then you have the choice 
of firing. This changes the on-screen 
map. Gone are the vegetation and 
fascinating wall murals. ne r e are The 
mos[ tangibfe (i . e . s hootable) objects, 
represented by blobs and bigger blobs 
(for trees). Von have to direct a 
crosshair over your intended target and 
then choose a shot type. 

AUTO m'ves you a raking machine 
gun effect but is very inaccurate while 
AIM is more precise but costly on the 
old movement points," SNAP is a sort of 
compromise between the two. The last 
option, THROW, is an option to throw 
your weapon at an aggressor. This, 
unfortunately; is all very stupid. 

And so the game continues... lots of 
sneaking around corridors, educated 
guesses as to the whereabouts of 
enemy locations, lip biting during fire- 
fights in narrow corridors, lots of sweaty 
trigger fingers and swearing when your 
men get caught in ambushes. Laser 
Squad avoids tumbling into the pitfall 
which 90% of all strategy games have 
fallen into - that is, having too much 
"strategy" and not enough "game." 




Laser Squad is intially quite hard to 
get into. There are a few menus to 
wade through, a few title screens to 
go "Cor!" at, and a few key decisions to 
be made before you're "dug in' on the 
battlefield. Even then The first two or 
three "moves' are quite turgid really, 
with menial tasks like arming to carry 
out. But as soon as your first enemy 
pops out of the metal work, your blood 
boils and your kettle runs cold (if you 
know what I mean). 

The graphics are fairly diagrammatic 
but detailed - they wouldn't stand on 
the r own but they do look quite good all 
together. However, Laser Squad's lasting 
appeal is not in question. With game 
lengths ranging from half an hour (for a 
tjood massacre) to two hours 4a good 
balanced conflicts, seven skill levels, five 
scenarios and the option to plot your 
strategies against an unwitting chum, 
Lasnr Squad should keep you computer- 
motivated for at least two months. 

The soundtrack is excellent - sort of 
Pet Shop Boys meet same sampled 
farmyard grunts. Although, it's a jangly, 
jolly sort of tune, things start to become 
pretty annoying when you miss the 
music off option, and you J re committed 
to having it blaring out continuously 
throughout the game. 

My vast (hem!) experience with the 8- 
bi[ version of Laser Squad set me in 
good salivating stead for this review. If 
the game was brilliant on the Spectrum, 
the 16 bit incarnation had to be out of 
this world. And it was.., and, er; it 
wasn't. [Pardon? Ed.). The 16 bitter has 
everything fts predecessor had - the 
graphics, the gameplay, the suspense, 
the skill, the challenge, the characters 
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Laser Squad 


PUBLISHER 


Blade 


| PRK 
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£19-95 


FORMAT 


ST/Amiga/PC 
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Out now 



even - but that's the point, I kept 
getting the impression that I was 
playing a Spectrum yame on an 
Amiga monitor. Nothing's been 
changed. Okay, so there's a dab of 
colour here and there, and the odd 
sampled clash of thunder in the 
background but I couldn't help 
thinking, "Where's the Amiga?". 

However, Laser Squad still remains 
a brilliant game, even though the 
Amiga could probably sit back, have a 
cigarette and clean out the fluffy bits 
between its toes while running the 
game. I think half the attraction of the 
game is the suspense element (What's 
awaiting round the next corner? Will 
the enemy find me? Where's Keith 
Chegwin?) and the intellectual ego- 
massage you can give yourself when 
you do finally defeat the computer 
iwho plays a mean yarned Laser 
Squad has that elusive blend of 
excitement, challenge and addictive- 
ness all mashed into one. Definitely on 
die short list for all time classics and 
definitely the best strategy game you'll 
find in the shops today. 
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Sci-fi strategy game 
with a surprising 
amount of 'game'in it, 
A sure-fire winner. 
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STORYBOARD 

"Right my little lads, my little cherubs, mes petits onions. We are out here (in the 
vacuum); they are tn there (in the warm). They're defending the shield generators!" 
said the Sarge, choking on the cigar-smoke slowly filling up inside his space helment, 
"Right lads. Two-four-six -eight who do we completely hate?" ALIENS! I! 



"J i - - - ■ . - - 1 V ■ 
■ ; flw* 'i*.**!^ h 



war ► 

j u.i 



!JNIT> 



. IS 



; I*"/-' 7? ^ 3* I RUtt: 



UWITI 



5L ITX.: 



It took severaf hours to get through tht- airlock, The 
Sarge said we should blast Our way in like true Commandos, 
We used up 4 OCX) rounds trying to destroy the door when 
Private Jonlan pressed a button labelled "OPEN AIRLOCK" 
arid the portal opened. Who says the army is full of 
vegetable heads? 



I Forgot to 90 before I left so when I spotted a toilet, I nearly 
peed myself with glee. "Can I go to the toilet?" I asked the 
Sarge. He exploded r "Anymore of that 'bladder" talk from you 
and you're in trouble my lad r I was quite frightened by mis 
and suddenly realised I wouldn't need the toilet after all. 
"Besides," Serge added, "it's just □ useless piece of scenery." 
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Our first sight of the enemy! The- scum crept up on us from 
behind. The Sarge went ape with his laxe-cannon and fired 
thousands of rounds down the corridor. When the smoke and 
oione hod cleared, we saw that tHe Sarge had disinterg rated 
two flower-pots, a wardrobe, matching chest of drawers, 
and Jenkins and Anderson, our rear guards. He missed the 
enemy completely. 



Our next mission was to rescue three squad-ertes who had 
been captured and imprisoned in a mine. Apparently, they 
were "close friends" of the Sorge, and he kept muttering on 
about "photographs" and "sheep " + His idea was to plant a 
thermo-y nuclear charge and blow the whole mine into the 
next galaxy, but I knew we could use grenades to break the 
prisoners free. 
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5 We found a prisoner at last. The Surge primed and planted 
I he grenades outside the cell door, I said thai perhaps we 
should warn the prisoner to stand back. The Sarge mumbled 
something about "joking" and blackmailers and "sheep" 
again. We detonated the grt-nade but unfortunately it killed 
the prisoner and the five squad -members, left behind to "check 
it went off properly", fhe Sarge said it didn't matter because 
they were shandy -drinkers anyway. I respect the Sarge. 





mm 



Despite the annihilation of three-quarters of the squad, not 
to mention the demise of the three prisoners we were meant 
to rescue, the Sarge declared the mission a complete success. 
But now we have to crass Paradise Valley, infested with 
aliens and venomous splurges. The Sarge has tied me up and 
told me to walk ahead so I can fall into the poisonous 
swamps before he does* I'm so proud... eefcf Splash! 
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STORM LORD 




Hewson/ST & Amiga /£ 19.99 

Sean: Badh the Crone has 
imprisoned all the fairies in 
Fairyland and is draining all 
their life energy in order to 
prolong his {her? its?) own 
life. You, Stormlord, being a good chum 
of Rose the Fairy and a founder member 
of the F.F.F. (Free Faries Foreverf peace 
movement intend to release the said 
fames and so destroy Badh, 

The fairies have been imprisoned in 
different areas of Fairyland, and not 
suprisingly, many varied obstacles and 
pur/les stand between you and the 
ultimate aim of the F.F.F. For example 
you're going to come across giant bees, 
vicious goblins armed with daggers, 
skeletons with bouncing heads and 
horrible creepy crawly things. 

Getting past some of these rs often 
simply a matter of chucking an energy 
bolt or dagger at them, whilst others 
need more thought. Take the bens on 
level one, for instance, which stand 
between you and a fairy. The pot of 
honey about 300 screens along will 
probably be of some use, but how to get 
it dose enough to the bees to distract 
them is the problem. You also have an 
eagle to call upon for assistance, which 
will carry you to places which would 
otherwise be inaccessible. As usual there 
is a sub-game * this time it involves 



throwing hearts at fairies to make them 
fall in love with you and "hen catching 
the tecrs that fa I L like dew, from their sad 
eyes.Yeuch! I feel sick. 

Stormford is actually a conversion of a 
Hewson eight-bit smash from earlier this 
year, and is typical of Hewson's slick 
arcade adventure style games. One 
problem games like this face r I suspect, is 
that the J left, right pick up r drop r whilst 
perfectly suitable for the B-bits, seems a 
little old and staid on 16-bit computers. In 
addition, Stormier d has the added 
disadvantage of seemingly dodgy 
collision detection at points. Both these 
facts meant that in the short term I found 
the game fairly boring and frustrating. 
But, being a persevering type, however, 
L, er... persevered, and after a while I 
must admit that I was rather getting into 
Stormford. 

The most attractive aspect of the 
game is the atmospheric background 
graphics which look exactly like the most 
stonking set you could imagine for A 
Midsummer Night's Dream, or Spencer's 
The Faerie Quean. Tons of strange 
flowers, warped, gnarled trees r and 
striking thunder and lightning abound. 
The main sprite however, lets the game 
down a little. Although it is suitably 
coloured and complements the 
atmosphere well, the animation is a little 




"It's like this officer, I was Handing on 
this floating lump af sail, when alt of n 
sudden two dragons attacked me*** 

stilted and rigid at points, like when 
Storimlord jumps or is carried by the 
eagle. The sound consists of an averagely 
attractive ditty and wind howling through 
the trees. It's in the gameplay league 
where Stormford scores the points - after 
initial unfriendliness, it develops into an 
addictive arcade adventure. The 
problems are well thought out, and tjive 
the game an element of challenge which 
will keep you coming back to it as you 
suss each problem. 

All in all (he said, introducing the final 
paragraph with a typical summary 
statement) Stormiord is a flawed but 
addictive game and to my surprise, I 
found myself returning to it again and 
again. Definitely the type of game which 
will bring back many a happy memory for 
anyone who r like me, has moved up to a 
16-bit computer from an 8 bitter. 

Amiga score - ST out now 
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Mkrostyle/ST & Amiga/ £24*99 

Paul: "It's just like the 
Sinclair version/ said 
Jackie of Your Sine fair, 
poking her head round the 
door. Well, I Ve nothing 
against Speccies but that's hardly a 
great introduction to a 16-bit game, But 
it's about the kindest thing that can be 
said about this little number. 

The action takes place on a variety of 
different locations Isee if you can spot 
[he difference between themj in a future 
universe. You have to purge these 
places of nasty slimey aliens before 
they completely take over. 

Unfortunately the Exterminators - 
the good guys - are about as exciting to 
watch as Arsenal at home. The most 
distinctive character looks like a rejGct 
from Dynamite Dux and the rest 
resemble the sort of faceless bfurrs 
normally found in football sims. 
Graphically it r s afso a let down. 

The monsters work quite well and 
have a nasty habit of changing form 
during the battle. The Critters were the 
ones that I loved to hate - horrid, crawly 
things that follow you around like 
yesterday's garlic bread. In fact, there 
are rather too many monsters at one 



time, The screen is of- 
ten cluttered with Dr 
Who rejects. Just keep 
firing and you're 
bound to hit some- 
thing, though you can't always tell what 
you've hit or what's hitting you. Skill is 
certainly less of a premium in this game 
than a strong trigger finger. 

The other problem is that you can 
blast one of the oncoming Rollerbabies 
with enough hardware to put the wind up 
Gaddafi, and still end up poiishing the 
floor with your brand new 501s. Not all 
are no persistent. If there is a name for 
fear of doorways then the Critters have 
got it. You go through a door with an 
entire family of the things hanging off 
your testes and then there you are on the 
other side without so much as an 
embarrassing itch. 

The game does have some nice 
graphical touches. For example, you can 
angle your gun instead of always firing in 
straight lines from the hip. This is fairly 
useful, to say nothing of satisfying, when 
those wretched Critters start nibbling 
round your ankles and cast wistful 
glances upwards. But to be honest, I 
spent most of this game on my knees, 




I »ay I lay I up, wkat'i alt this green slime?" 
11 Flu*?" "Ne # I came by talaparfer - BOOM DOOM! 11 

The only incentive stopping me from 
grovelling about on my knees were the 
various objects I kept being told to pick 
up and even these often seemed more 
trouble than they were worth 

My final grouse is that I never knew 
how well I was doing. Failure to kill 
enough aliens within the time limit 
means the destruction of a planet or 
spaceship. Whenever I was dema- 
terialised at the end of a mission, I was 
never sure if I was going to get a medal 
or be melted. 

Well, there it is. A rather irritating 
shoot 'em up in which the good ideas 
never quite come off. Instead the screen 
becomes cluttered with confusing 
monsters and faceless heroes. In the end 
I couldn't give a monkey's who won. 

ST Score - Amiga our now 
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DOSH 
EATERS 




This particular Eleclrocoin {and we're not gonna tell you where it is 
- so there! Ed} is the place where mast of the coin-ops that find 
their way into your local arcades start off life in this country* It was 
set up ten years aga by Jahn Steigides and Don Holman* In the 
early days they brought you the likes of Pacman? Space Invaders 
and Defender - today they've probably already got next year's 
Christmas number one. This month, two of the main contenders for 
the Kung Fu crown [currently held by Sod Dudes) are fighting it out. 
One of 'em, Special Project Y f isn't a classic, but it does have that a I 
important "I'll just give it one more go" factor 



Deep in the darkest 
depths of London lies a 
place more secret than 
the Botcove and more 
taxing on your wallet 
than a night out at 
Stringfellows! ZERO'S 
A fait Tamkins and Matt 
Bi&lby went 'pockets-a- 
bulgin' to the 
E I ec fro c o i n wareho use 
to turn on, tune in and 
freak out at the latest 
and greatest dash 
eaters in town. 




jpr 




You'll be pleased to know 
we've kept the ratings pretty 
simple here in Dosh Eaters. 
The overall mark out of five 
stars (well Space Invaders 
actually) shows our general 
response to the go ma - it's no! 
just a reflection of the game's 
graphics or playabiliry + For 
example five Space Invaders 
indicate a mega game, while 
a single alien - well, er, a bit 
of a duff er»*« 



SPECIAL PROJECT 



Konami/50p a go 

Watch your back 007 'cos 
someone's been checking out 
your movies. Yes folks, 
Special Project Y begins with the same 
spotlight sequence you sec at the 
beginning of all the Bond films. 

Once the game gets started you find 
yourself flying across the sea Space 
Harrier style towards an island, but 
don' l let that deceive you. Just when 
you think it's safe to zoom across the 
water, a huge mother of a transport 
plane drops in from the top of the 
screen for a cuppa and belches out an 
"orrible shower of nasties - it's at this 
point that you discover what the fire 
button is for! 

Wipe out the first wave and there's a 
few Black Hawk typo helicopters waiting 
to unleash yet more baddies; if you 
survive those, it's onto the second level 
for yet more mayhem- 
Having landed on the island the 
action changes to a horizontal scroll. 
Here you have to fight your way 
towards a rock-topped building (this 






Look behind you! Tou mayo* aula t* 
walk an w tiler, hut these joker* con 
too and the one with the hong gjlder'j 
about lo knock your block off* 

room of even more highly antisocial 
individuals until you reach level four, 
where you find yourself outside once 
again with more platform-type balco- 
nies to negotiate. 

If you're a real hot-shot you'll end up 
outside a fenced-off mansion where 
you'll confront a real bad mother in a 
black overcoat. Beat this guy to a pulp, 





Hey, what's oil this? I didn't ask for 
an escort, Wendor If there ore any 
sharks below? 



involves fighting a whole load of new 
meanies, Kung Fu-styleJ jumping up to 
gangways platform-fashion and kicking 

the sh. .. {Snip Ed) out of even more 

thugs. 

As you progress you get the chance 
to pick up a selection of fire arms 
including grenades (hold onto these 
'cos you'll need them later to kill the 
end-of-level fat thug). If you survive to 
the third level (you jammy sodf you've 
made it into the building. Now you have 
to frght your way through room after 



There 1 was bobbin' along, then all el 
a sudden Mike Smith drops in - gati 
everywhere doesn't he? 

run up the path toward the mansion 
and you'll find yourself face to face 
with... er, l r m not telling, you'll have to 
go and play itf 

Special Project V has excellent 
graphics, great game pi ay and it's sure to 
keep you entertained for many a wet 
weekend Konami has designed this 
with very well defined sprites and 
enough colours to keep you glued. 

JSt JH- -JSt- -JXIr 
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AQUAJACK 

Taito/30p a go 

This multi-level hovercraft extravaganza 
plays along vaguely Op Woffish lines, 
w : th you controlling an on-screen 
crosshair cursor and your little red craft 
just bumping along after it. You get two 
weapons (ordinary bullets and super 
missiles I and a jump function, allowing 
you to clear logs and floating mines etc, 
Pcetty graphics, an easily animated 
certlral sprite (it r s just a big red lump, 
f&allyl and the normal range of tank, 
h&licapfcr and gunboat adversaries make 
ft a playable variation on the theme. 
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OMEGA ALPHA 

UDL/20p a go 

This 15 a bog standard vertical scroller, 
with little else to recommend about it. 
The honeycomb backdrops are vaguely 
attractive,, while your ship makes a 
pretty Catherine wheel explosion when 
it dies and, urn, that's it, There are the 
usual number of power ups {though 
they all seem to do the same thing) and 
I can't be bothered to write anything 
else about it. Next! 



SKY ADVENTURE 

a/20p a go 



As cheapo vertical scrollers go (there 
seem to be a fair number of them about 
at the moment) this ain J t half bad. From 
the r 3Qs air race title screens to the 
spoo ky m a d - d i ct ato r • c rossed- w il h -t he - 
land -that- Lime-forgot storyline, it's all 
vaguely charming - and slightly more 
than vaguely well executed too. You get 
a choice of four ofd fighter planes to fly 
in, each equipped with twin machine 
guns and an extra special weapon 
i bombs and a flock of mini aeroplanes 
etcf while the baddies range from fire- 
breathing dinos to boomerang-chucking 
natives, with the enemy squadrons of 
the evil General Claude himself, in 
between. Not too bad at all - give it a go! 



SAGAIA 

Taifo/50p a go 

What's all this sagaia r stuff then? Unfortunately my i rather non-existent) 
grasp of Japanese means it's all Greek to me (or something). Apparently, 
though, a 'sagaia' involves flying a little space ship along and shooting 
things. Ho hum. So much for originality. 

Still, as hopelessly unimaginative shoot 'em ups go, Sagaia isn't half bad. It lives 
in an impressively big (and painfully difficult to photograph) cabinet with two (yes r 
two!) screens lodged side by side inside. You fly in from the left of one screen as the 
waves of baddies zoom in from the far right of the other - then tbe fun begins. It all 
seems quite easy at first - the bad guys have to cross two screens to get to you 
{which means there's plenty of time to blast them) and power-up icons are plentiful. 
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Blimey! II'* a giant solar fish thing! Looks Ilka we're in deep froub here, bays! 

Then suddenly it all gets very tricky. Solar flares rip your ship to shreds, giant fish 
leap out of the flames beneath you and even the ordinary aJi^ns bnrome extra 
sneaky - entering from behind Hardy! Ed). The screen flips over and scrolls the 
other way occasionally too, which is tres confusing. 

The first level (which I've just been blathering on about) takes place over the 
surface of the sun, but later goes to Mercury, Venus and successive planets out to 
Jupiter (but I didn't get that far.) Ahem. Basically this two screen business is a fairly 
playable gimmick [sprites only disappear 
down the crack between them for the brief- 
est of pico seconds) but I doubt the game'll 
go down as a real coin-op classic. 



BIO RUN 

Taito/£ 1 a go 

What's the point of a sit-down driving game without a hydraulic cabinet, eh? 
No answer to that one - have you r Taito? Oh r um r you have? Ah, it seems 
Big Run , like most racing games r does come in a hydraulic cabinet if you 
want one, but most arcades don r t 'cos: a) they cost more and: hi they're too heavy to 
lug about. Even more of a disappointment is the fact that the game is designed to be 
linked up with loads of other Big Run cabinets - so everyone playing is racing 
against each other- but no arcades outside 
J a pa n (a nd pe rha ps t h e U S A ) have enough 
machines to do it. Shame. 

Still, even in 'boring' non-hydraulic, 
non-linked up mode Btg Run turns out to 
be a surprisingly jaunty little bash. Your 
motor - in this case a rally-going Porsche 
Turbo - has all the usual controls itwo 
gears, a brakeanda throttle pedal) to keep 
it vaguely under control, plus a neat horn 
gimmick which, when honked, clears 
other cars out of the way. All woutd be 
hunky dory, but there are some of the 
twistiesl, turniest mountain paths around 
helping to send you spinning off. Which I 
did - a lot? 

I've a few complaints though. Chiefly 
that the graph ics seem a touch blocky and 
crude, but it all runsfast and while BigRun 
won't break any barriers it will win a fair 
few friends, I think. It's certainly more 
playable than Outrun. Give it a go anyway. 




Big Run is based on the Paris* Dakar 
rally* Thar* are numerous stages, 
each ana a nightmare of twisty 
mountain p«U4t f bumpy surfaces and 
iklddy bends. Tikes- J 
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CRIME CITY 

Talsumi/SOp a go 

ere's yet another clone from the 
people whg brought you Bad 
Dudes, with just a touch of 
Operation Wolf th rown in for good 
measure. Yes, tfvhat we have here is a 
two player, horizontal -scrolling Kung 
Fu-pick-up-a-gun-and-biow-the-suckers 
awav job. Then just when you're getting 
into it, the action suddenly changes to a 
3D shoot- out. 

The game starts r as you've already 
guessed, on the city streets. Scrolling 
along you're given the chance to beat 
up assorted thugs, then pick up a 
selection of firearms and blow away a 
bloomin" great black doberman. Level 
two is a hoot. Here you jump across the 
top of speeding cars and trucks and 
onto hanging platforms to progress oft 




Thar* I was wfth my Hitful vf dollar* 
wktn Him* dud« started caning at 
me tr*m all direction*. Suddenly h> 
wai Ovnil^ht At Jhm Off Corwl far mm 
and curtains far those punks! 

your way. I loved the Hell's Angels, who 
roar in with their choppers. After the fun 
comes some real hard fighting in an 
underground car park, where the action 
Kncps switching between 3D and 
horizontal scrol ling- 
Survive all this and you find yoursnlf 
in a bank. Your job here is two-fold - 
first you have to blow away the baddies, 
then rescue the hostages. Once you're 
outside again, you move from a scrap- 
yard to a seafront setting, rescuing 
more hostages on the way. If you're a 
g Mttor For punishment you find 
yourself back on the city streets again, 
but this time the urban guerrillas have 
flame throwers and petrol bombs, plus 
more bloody dobermans! 

The sprites in Crime C/fyare medium 
sized and well drawn. The colour choice 
is good and though not an earth- 
stopper, It's fun to play and should end 
up in most arcades. 




Iin'f there soma thing up with the 
seel* here or is this I he biggest T72 
■ ult rank In the w*Hd * 



UN SQUADRON 

Capcom/ 5 Op a go 

J m m M he latest In a long line of games 
from Capcom is a bit of a let- 

| down, I'm afraid. The presentation 
graphics are well laid out and detailed, 
with the first screen giving you all the 
usual crap about your all important 
mission to save the world. Then you get 
a screen with three youthful pilots and 
you have to choose between a Tomcat 
and an A 10. Having made your selection 
your pilot disappears and your plane 
zooms off to do battle. 

It's when the game screen comes on 
that the graphics go downhill and 
poorly-drawn planes and backgrounds 
abound. If this one ever makes it onto 
home computers, some graphic artist's 
going to have a field day improving on 
them. Thankfully the gameplay is better 
than the graphics, even if it is a cross 
between Defender and Silkworm. It's a 
horizontal shoot 'em up and all the 
usuals are there including extra 
weapons. Level one sees you blastirV 
the hell out of an oil refinery complex. 
Enemies include Hind 24 helicopters 
and T7 2 tanks so you could almost call 
this Commie Bashing Squadron. This 
two-player game is not up to Capcom' s 
usual standard. 
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Cam« hap* HrH* an* - I've gat 
something tar you. Haw about a 
bazooka or a neutron batnb? 
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CONVERSION 
CRAZY 



It's Incoming the rule in home 
computers that in order to gat the 
Christmas No 1, you have to 
convert on arcade giant* This year ii 
no exception. Domartc has Hard 
Drivin* (you know the driving game 
where all those stupid heads look 
down on you as you screw up). 
Ocean has a double-barrelled 
attack wiih Chose HQ where you 
drive a block Porsche and Opera- 
tion Thunderbolt- the spy rescue 
shoot 'em up* 

Meanwhile, Activision is firing a 
broadside with Altered Beast Super 
Wonder Boy ond Dynamite fh/Jt, 
plus Power Drift and then early in 
1990 it'* giving us Gmlaxy Force. 

Who'll get the jock pot this year? 
Only you have the answer to that 
one , sa go out ond vote with your 
nickers. (For the benefit of the Ed ■ 
that's not sexist - it's cockney slang 
for money) (What? Ed*) 



TOP OF 
THE 'OPs! 



1^ ^1 We at ZERO want to 

I J know your favourite 

B arcade - so no 
matter where you live, whether 
it be Lands End or Llandudno, let 
us know about il and its games. 
For instance - did you know that 
the arcade at Pon tin's Holiday 
Camp at Breon Sands 
(Apparency it's somewhere in 
yokel land our West Ed. J has 
Outrun Turbo and Continental 
Circus plus another two dozen 
rave games? 

But lor the most 'up front 
and street cred' arcade in the 
land I recommend Casino 
Entertainment in London's 
Tottenham Court Road near 
Good go- Street tube station. 
They've got games in there you 
ain't never gonna see anywhere 
else and they get all the big 
ones first. From your replies 
well print a Top Ten Arcade 
Chart each month* And don't 
forget to send in your high 
scores ond see your name up in 
lights on our High Score Table, 
plus any hints and tips. So put 
pen to paper and send them to 
Dosh Eaters, ZERO, 14 Rathbone 
Place. London WlP IDE. 
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review 




■"INTER PHASE 



MacDonald and Sean Kelly 
onto an 'X particle', 
accelerated them to 97 per 
cent the speed of light/ and 
shot them into the Dream- 
track Corporation's Security 
Computer to have a look at 
Interphase* It was a tricky 
process^ (Sean bruised his 
little finger) but we'll go to 
ny lengths for you lot I 






unc: Right. You have 12 floor- 
plans fthe different levels) to 
study end you have to allow 
your "girlfriend 1 to pass from one end of 
each floor to the other without walking 
into any hazards. For instance, there are 
video cameras, which, if they spot her r 
will relay the information to security 
droids who will then track her down and 
kill her. Turning a camera off r then, is a 
good idea, but to do it you have to go 
into the other bit of the game - the 3D 
world 'inside the computer'. You can 
summon up info on what the camera 
"off-switch" looks like and fire up the 
navigation computer (which will show 
you the way to go\ before you plunge 
into this weird world, 




Aha! Th»r*'i the doofar that launch*! 
the aeroplane thingjins* It's ripe for a 
homing mliitla-, I'll ho hound, 

It s really like behy inside a rather 
bizarre computer. All you need to know 
is that the animation is absolutely first 
class Oh, and your 'ship' is controlled 
entirely by mouse, so get a ZERO 
mouse mat. (Out soonf) Once you've 
tracked down the camera switch, shoot 
it, and the camera is turned off. Time to 
go back to the map screen to plot your 
chick's assault further. 

As you progress through the levels, 
you'll encounter all manner of hazards 
to interact with in the 3D environment: 
locked doors (er r you need to open 
them); turntables <they send guards off 
in directions of your choosing); pressure 
pads (you need to avoid them. Um r and 
sometimes you don't); electrified floor 
(frazzles the guards, unless your chick 



touches them first in which case they 
frazzle herf; workshop systems (where 
you can manufacture items you have 
accidentally blasted and then realised 
you need}. And there's more, but this is 
a mission of discover v. so I won't spoil 
it for you. Basically it's a case of looking 
at the map, thinking "how on earth can I 
do that?" then sussing it out and going 
inside the computer to carry the pJan 
out in shoot 'em-up style. 

So how does the mix of brain-power 
and razor-sharp reactions match up? Is 
it a perfect blend or arc you left wanting 
to jump out of your top window? Urn, 
no actually. To my way of thinking it 
comes down too heavily on the cerebral 
with not enough thought to the zapping. 

The shoot 'em-up element isn't de- 
manding enough to satisfy someone 
who wants to 'get things before they get 
him'. Maybe it gets a lot harder on the 
later levc s, but the tnckiness of the 




Uh-oh ! Under attack from a futuristic 
cahhag« crate (fa± a n!ane|* 

strategy element can bog down the 
most ardent shoot 'em-up fan until he 
lor she) just gives up. Maybe I haven't 
applied enough ""thought' to the 
problem at hand, but there you are - 
that's how I feel in 10 tests. On the other 
hand, the dedicated strategy buff might 
well find the arcade" sequences 
(regardless of the impressive graphics 
and sound) something of a bind. 

However, there's a 'sub-set'of people 
witli the IQ of Sir Clive Sinclair, the 
reflexes of Roadrunner and the patience 
of a lighthouse keeper; who will love 
this game. If s a blinkin" clever little idea 
and though difficult, it's implemented 
with sheer class, . 
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A fiendishly canny strategy/ 
sllOfri 'em up with DulsUndiing 
graphics and brilli&nl sound 
BUT... it gets tqp hard FAR too 
quickly. 



review 



1 . The starling point f fir your 



2* the first locked door* But 
don't vii lock it until you've 
dealt with the first camera 

3, The first camera* This 
needs to bo switched off by 
Chfldd ■• 

4* The second camera* Leave 
this on* As your 'babe' 
passes, it'll tot a defence 
droid into motion en Its pre- 
set path - which means 
won't be 'In the way' a bit 



XMALL 



IB. 




II HEN 




LEVEL 




rtLHftYS W» THE - rr?IfJT 



LIFT - 

ur 6 




5. Another locked door* 

Ai Another one. (Yawn). 

7. The lift* "Going vp to 
level two!" 

A* This shows the power of 
magnification available* It's 
crucial that you zoom in and 
thfrck things out - what looks 
like o full stop might actually 
be a picture of the 
programmers (or something}. 



HAT'S WHAT 




Interphase 



Mirrorsoft 



£24,95 



ST/ Amiga 



December 



i 




21 



Sean: Let's face it, the chances 
of getting the brain of a 
technical genius and the brain of 
a mega game designer squodged into 
the same skull are practically nil. So, 
when a game like this comes along r 
pushmt] back the graphics barriers in 
huge chunks, Tun-wise they're generally 
about as exciting as playing tiddlywinks 
with your auntie who died last year. 

ImageWorks, doubtless aware of this 
problemette, got round it by getting one 
person to design it, and another person 
to work on the actual gameplay. Two 
brains, two specialists and two skulls, 

Well, almost. It's the fastest solid 3D 
ever but to be honest, this fact doesn't 
impress me too much. The graphics will 
be improved on eventually, or maybe 
within months, and exceMent games 
have certainly been created without 
stretching limits, so barrier-breaking is 
no real indication of payability. The 




Here'* the berk with the electrical 
coble *c Ho taped to the back of hit 

'leathers'. Bleeeeegh! What p gimp! 

only way to judge any game is by 
comparing it to others currently 
available on the market. 

Fortunately, tnterphasv manages to 
create a believable, imaginative 3D 
world, and pack in an addictive chal- 
lenge to boot. You will be able to tell 
from the screenshots that Interphase 
has truly astounding graphics, but what 
you won't be able to glean, is the 
smoothness and speed with which the 
screen updates - scrolling is too simple 
a word to describe what happens, This 
smoothness, which f would put on a par 
with some animated films, really does 
create the feeling of 'being there" more 
than any other computer game I've 
played. Basically r the graphics are 
superlative. In addition the sounds are 
very 'science fictiony", and again 
contribute greatly to the overall atmos- 



phere of the game, 

The actual game r once past the 
cyberpunk scenario, is a sort of strategic 
shoot r em up. Each level begins with a 
thorough examination of the map, and a 
route must be planned ahead for The 
girlie if she's going to avoid getting 
fried on an electric pressure pad or 
mashed by some defence droid. Even 
the map section is impressively 
presented, an indication that attention 
has been paid to perfecting every aspect 
of the game. Needless to say r the shoot 
'em up sections of each floor are 
brilliant, and you can either go straight 
for your objective as fast as possible, or 
stroll around taking pot shots at 
anything that strays within range. It's 
brilliant fun either way. 

All is not sweetness and light, how 
ever. At the end of each level is a section 
which involves guid- 
ing your craft thro- 
ugh a red and white 
stripey tunnel. Maybe 
I'm just crap at steer- 
ing or something, but 
I found this to be 
pretty difficult, Even 
if I finished a level 
without losing too 
much energy, I gen- 
erally lost loads in the 
tunnel. Personally I think it was all rather 
distracti ng, as it seemed to be tacked onto 
the end of each level for the sake of it, and 
it added nothing to the game. Maybe 
that's just me, though. 

I also wonder about the actual 
learning curve', and whether it gets loo 
difficult too quickly, thus forcing some 
people to reach an impasse and give up. 
This said, I suppose some smart arse is 
bound to write in within about two days 
with the complete solution. 

Still, chucking my personal yripes 
through the round window, I am certain 
that no one who buys Interphase can 
fail to be impressed by the mix of 
astounding graphics and addictive 
gameplay. It's a thoroughly fab game 
and I would n't hesitate recommending it 
to anybody. 



THE VERDICT 



HASSLE FACTOR: 1 
The tackiest, most 
awful 'start of 
game' sequence 
ever. Has to be 
seen to be beleived, 
but once is enough , 
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£xcbIIeiI blend pi 
breathtaking graphics and 
addictive gumeplay- Yet 
analhar impressive gams 
courtesy of I mage works. 
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HURIKAN / LM&A 
17, RUE DES PETITS CHAMPS 
PARIS FRANCE 



HURIKAN UK SALES OFFICE 

BROOKLANDS 

NEW ROAD, ST IVES 

HUNTINGDON, CAMBRIDGESHIRE PE 17 BG 
TEL : 0480.49.64.97 




Vouchers 



FREE 



Yes, wilh every MIC ROM EDI A PC Engine purchased you'll receive vouchers worth up 
to £100, which can be exchanged for further products in the MICROMEDIA range. 

MICROMEDIA PC Engines are a vail a hie from Virgin Megastores, Hamleys of Regent 
Street and most quality computer stores. So buy with confidence. 

And that's mil all; 



# MICROMEDIA is an established 
company with a vast experience of I lie VI : 
Engine, being the first to offer the machine 
for sale. 

^ Only our machines offer guaranteed 
cornpatability with British TV Syshmis, 
perfect picture quality and hardware 
reliability with a twelve month 
MICROMEDIA warranty. 

0 Beware of cheap imports. You WILL 
be disappointed with the results of 
inferior modified machines and it is not 
worth it. The PC Engine is a machine 
with wonderful capabilities. USE THEM! 

tor furl her informal Um and location of your 
or write to: 



#Only MICROMEDIA offer a repair 
service. In fact right up to full replacement 
internals. 

0 The PC Engine user club is only available 
to MICROMEDIA owners (who are 
automatically logged onto our computer) 
and is FREE. You will get a quarterly 
magazine and access to our telephone 
hotline. Only you will have access to 
our exclusive games lips (and cheats!) 
and information to help you enjoy your 
machine to the full. 



nearest stockist, ring 0743 271792 




MICROMEDIA SALES AND MARKETING LTD., 
83a Wyle Cop, Shrewsbury, Shropshire SYl 1UT 
Tel: 0743 271792. Fax: 0743 272 188. 
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SHORTS 



NORTH AND 




Infogrames/ST & Amiga/£24* 

Seam Now before yau get 
confused, let me just explain 
something. North And South 
is the British version of a 
French game based on a 
Belgian comic about the American Civil 
War. Everybody got that? Good. Mow 
let's begin, but first, for all those of you 
dismayed at the thought of one of those 
strange strategy games that people with 
beards and letters after their name find 
so appealing, fear not. It isn't one of 
those games. Urn, well it is, but not ff 
you don't want it to be, {Eh? Ed.\ 

Firstly; as it's based on the American 
Civil War, it can be played as a fairly 
straightforward but prettily presented 
strategy game. Moving your forces 
round the map, you must defeat the 
enemy, and victory is largely dependent 



99 




'Era we 94, *mrm we g o r 'era we 
half a Jeegvv, half a lu| Hf half a 
league**. Yau net the idea. 



upon protecting your rail network and 
the ports. Random elements can be 
rntegrated into the game, such as 
rainstorms (these prevent batalJions 
from moving) and the arrival of boats at 
the port carrying soldiers (whose 
soldiers depends upon who is occupy- 
ing the port at the time). 

In addition,. \i can bo played as a 
strategy game where victory depends 
on you defeating the enemy in various 
arcade sections. There are thrnc of 
these, the first and most important 
being the battlefield sequence, in which 
you must fight the opposition. Obvious, 
really. In the next one, you get the 
chance to steal money from the 
enemy's trains, by boarding at the back 
and working your way to the front, 

Finally, there's a section where you 
must capture the opposition's fort. This 
is a race against the dock to reach the 
flagpole, Between you and victory stand 
enemy soldiers, booby traps, broken 
paths and dogs who attack you. Eeeekf 

The one thing everyone in the ZERO 
office said about North And South was 
'Cor... Dunnit look good' and there's no 
doubt that it's an incredibly slick game. 
From start to finish, the cartoony 
graphics and animation are brilliant. 
Even the opening sequence, where the 
options are set r is inventively aem'tinon 



!'CNII r r± a. p- t* j-z n E vpt 1 HAMS FUf jlh njf, 
r r-SJFtCC 1 -' HA. Ft. C-V U*3i*-ttpJTttitV TOTIJ *Ou-*-ir 
? : -- kl> . 1 — J .r. T;"i1 PC TO rXTUArt Horffi t.- 

j-tCRic-A ac< thit; irAKC or m^zr-w^rr*, 

^^et^~' i 



I Ipva a itery with a hedpy end tag. 

and superbly presented. The sound is 
likewise unusuaJ, but excellent, and 
perfectly complements the cartoony 
graphics. The arcade sequences are 
impressively presented and great fun, if 
a little difficult, and do actually play 
pretty welL North And South has also 
got some very original and very funny 
sound effects. For instance, you start 
the game by poking your cursor at a 
cameraman's derriere r 

All in all, a pretty good mix of arcade 
sequences and strategy. I doubt if it will 
appeal to hardened strategists, but it 
does introduce an element of planning 
and organisation for those who are 
normally rabid joystick wagglers. 
However, l J m not sure that it will stay in 
many people's drives for long, as it 
Seemed fairly straightforward after a 
while Still, it's really good fun and well 
worth a look, but give it the once-over 
before you buy, 

Amiga Store * ST out now 

li 



GRAPHICS 0 ADDICTIVE!! ISS (J) 



SO UN ID (T) 





2 LEAGUES: IB P1AYFRS EACH LEAGUE . 30 MATCH SEASON' U.K 
CHAMPIONSHIP: WORLD CHAMPIONSHIP INDIVIDUAL PRACTISE - 
SAFETY, POSITIONAL POTTING. ADVERTISING : fiUY/SELL SHARES 
SAVE MO AD GAME: STOCK MARKET: MORALE; P.W.L.F.A PTS 6 SKIL 
LEVELS" MANAGERIAL RATING: PROMOTION" RELEGATION- TOUflS 
TV SHOWS: STRATEGY QUESTIONS PERSONAL APPEARANCES CUl 
BREAK: PLAYER/MANAGFR NAME EDITOR, FIXTURES: WATCH 
PLAYER: WIN POOLS LOANS BANKRUPTCY: SACKINGS' PLAYEfl 
OFFERS: ILLNESS: LEAGUE MATCHES BEST OF 5 FRAMES' STATIC 3' 
MA1CH GRAPHICS: ALL ROUND PRACTISE: VIEW LEAGUE TABLES 
PHIZF MONEY IMPROVE PRACTISE TABLES: COUNTDOWN END Of 
SEASON EARNINGS: FULL RESULTS 





£7.95 SPECTRUM 

Make cheque/PO 
payable to: 
Image Software, 
Trevol Business Park, 
Trevol, Torpoint 
Com wall 



Coming soon: 

SNOOKER MANAGER 2 

For Spectrum 128K, 
Atari ST, 

Commodore, Amiga 
Tel: (0752) 812148 
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THE ZERO/ VIRGIN MASTERTRONIC COMPETITION 
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BLINKIN 
STIFFY... 

(And here's Ihe second port) 

WIN £50,000 WORTH OF PRIZES!!! 




FIRST PRIZES 



SO Sega Super Systems (Each with the Sega 
console, two control pads., a light-gun, 3-D glasses 
and a free 3-D game to get you started).,. 

50 Goodman*' 'Yuppie Blaster' CD /radios (each 
with 16 track programmable memory f 5 -band 
graphic equaliser, turbo bass boost and loads loads 
more) 



SECOND PRIZES 



25,000 quids worth of Virgin Mastertronic 
software (i.e. about three squill ion gougol trillion 
totally brilliant games), 

'roughly 



RUNNER-UP PRIZES 



10,000 quids worth of money- saving vouchors 

(allowing you to save heaps of your hard-earned 
spondies). 



AND THAT, AS WE SAID, ADDS UP TO £50,000. 
QUITE A WAD REALLY. 

You II want to know what to do this month though, won't you? Well, we're not 
going to tell you (ho ho ho). Oh, okay then but first a word from our sponsors: 
Part two of this amazing competition is being brought to you by... 
1) The grand old folk at Virgin Mastertronic 2) The sterling people from 
Goodmans 3) Us, the spiffing ZERO team and 4) An extremely whiffy "salty 
sea-dog' ffshing trawler captain from Norway called Jurgen Jugennson. (Are 
you sure about number four? Ed )* 




You want 

a big 

compo??? 

That's 

rather 

hard??? 

With an 

extremely 
long list of 



prizes 



• * 



Well, here 



it is!!! 



"Ft 





IT'S 
A 

STIFFY.. 



And you're 
holding it. Yes, 
it's bore - the 
second part of 
the most 
fabulistic 
competition in 
the history of 
the known uni- 
verse (and 
beyond)* If 
you've still got 
last month's 
map then 
you're two 
thirds of the 
way home (pre- 
suming you get 
all the 'direc- 
tions' right that 
Is). If you 
haven't got last 
month's map 
then you're... 

you're 
buggered 
realty. YOU 
NEED THE MAPI 
Nab m back 



issue 



Whoops! I'm afraid 
f org or to add* *n Otir map it* 
liiuc Onr? |he following 
acknowledge moiih: Boied 
upon the Ordnance Survey mop 
with the permission of ihe 
Controller of Her Majesty's 
Stationery Office, (* I Crown 
Copywright. Reproduced by 
perrYiiiiion of Geographers' A-Z 
Morj Co. Ltd, Sorry! 
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THE ZERO/VIRGIN MASTER TRONIC COMPETITION 



THE STIFFY CONTINUES 



If you worked out the starting place last month {let's face it, it wasn't such a 
stiffy after all) then you're laughing* Why are you laughing? Because you 
start from the same point this month as well - that's why! Mind you, those of 
you who didn't work out where last month's starting point was are going fa 
be a bit miffed (serves you right for being thick though - so don't blame us. 
Go and buy an encyclopedia). Anyway, here are this month's clues.-- 



Go back to where you started last month. 
Right, now go back up the 'sausagey' road, but 
at the top turn left, not right. Walk down this 
road and take Ihe third right (opposite 'crappy 
green spiky leaf you get at Christmas' Lodge 
Gardens,. This third right will take you through 
to a lane which goes down and up* Head up, and 
bear right. Keep going for a few yards and take 
a note of the name of the Close to starboard (be- 
fore the 'six sided road'). Now turn round, head 
back down again and swim across the pond - 
there only seems to be one that you're allowed 
in, so be lawful. Do a little dance on the band- 
stand (If you feel in a 'get down and boogie' sort 
of mood) and chug on up and over the brow of 
the hill. This will bring you onto a road (well, it's 
called a hill, but it's a road as well). Carry on 
down to the station and get on a train. Go to the 
next station and get out on the main road. Locate 
Monnery Road and take the QUICKEST route 
there. This will take you through a road with a 
rather crap Welsh sounding name. Jot it down. 



I'm afraid mere's no time to 
go into the Gold Run new.... 
It'll be RIGHT ot 
Ihe beginning 
of the nsxt 
show. 
Good by fi. 
5ee you men. 
(Grovel grovel)* 





What 'Bob' is trying ro soy is that we're not 
going to give you the final clues and the entry 
coupon here: we'll be doing it next month - in the 
final part of the competition - with details of 
what to do with the information gleaned so far 
(so you can actually fill the entry coupon in!) And 
with the chance to get your hands on some of the 
£50,000 worth of prizes. You'd be rather stupid 
NOT to fill it in. Goodbye. See you next month. 
(Grovel grovel}. 




Make cheque/PO 
payable to: 
Image Software, 
Trevol Business Park, 
Ire vol, Tor point, 
Cornwall 
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For Spectrum 128K, 
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Commodore, Amiga 
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Hold onto your 
bladders, chums J 
David McCandtess 
is here with a 
huge deluge* of 
tips, hints, mops, 
cheats and... urn... 
that's it, really. 

| 'more of a trkicla, actually.) 






Here in Gutless Gutty is where a 
you spineless wonders who are a 
bit rubbish find solace by using a 
cheat mode* Ugh! A cheat model 
The mere thought of using a... a 
cheat mode makes us skilful 
players want to reassert our 
manhood by drinking five tanker- 
loads of mega-strong bum- roasting 
special-brew ffor breakfast). 
Thanks go to bronzed PR supremo, 
Danielle Woodyait, for the 

following tips. 



VIGILANTE 

A rather perplexing little chea 
mode-ette, this. Get 3 high 
score (simplicity in itself) and 
then enter your name as e : \Y\e 
TOOKY IS MY PAI ' on the ST 
or 'GREEN CRYSTAL' if youn 
using an Amiga. Remember ta include 
the spaces in both cases. Then, when 
you restart, Ft will give you a life and Ff 
wifl advance you to the next level 






LAST DUEL 



use 



On the ST and Atnig 

the game with F9 and 
hold the HELP key down with 
left shift and T, Unpause 
and the function keys will take 
you through the levels while 
FS gives you five extra Irves. 
For multiple PC cheats type 
"STRIDE R J on the game 
screen. Then F9 wiN tele-port 
you to the next level, FB will give player 
one five lives, and F7 w'\\\ do the same 
for player two (the snivelling sneak). 





Warning! You ara short t* 
fin 

ion*. Part had far tip* Hilt 
month, | wondorod haw I 
could fill rh**o oh-**- 
balavad pagoi* I 
night tailing and turning 
land totting nai nor*) In 
an off art to iecida. Finally 
I turned ta Hi* oh-*u 
brilliant Hoftrofik Arti far 
holp* Angaltc io*fay 
MoflupraraT h*nrd nvy 
frovallfng plan and vary 
kindly sunt mm m vara I 
tumus of tip* and hunt 
bookt far IA gamot. 
Hor*'i a ■ ■ I n rJ od fow for 
BW* Tafo L And now for 
fha plugs thf« mm§ m book 
and othon Ilka It can ho 
ahtalnad from fha EA 
Customer farvlca Daik at 
£ 5*04> Hfh. Thora ar* 
•Ma* Idea Janffnaf Wo rid*, 
WaiftJanrf, and B*rd** 
Fafo If* And fhay'ra groat, 
fhoy'ro brill, rhoy'ro..* 
1 1 think fhajr'v* ooulbiy 
gof fha HMHijt #*w - Id.) 




□ □ 
□ 





THE WINE 




Ne.l: THE THRU -TO I El SLOTH 

The sluggardly three-toed skrth only 
'fHt to the Toilet' when il rain*. This is 

bttpurc H>e pathetic creature h t& 
yield* at running away that it daren't 
rdk blowing in cover by accidentally 
"wfrc weeing' on o foe's head whilst 
dithering through the freehap*. Hah! 



arid Alistair 





INDIANA 

JONES 

Cor, you've got to be e 
shandy-man if you can't 
complete this game, Oil the 
title screen type IEHOVA [the 
Lstifj spelling of Jehovah - 
intellectual Ed.i and the screen will flash 
grey if you've done it right. Then '2* will 
Eel e port you to the pre -fixed points in 
the level, r L' will advance you to the 
next level, and T will give you an icon. 

STRIDER 

Pause the game with F9 then 
hold down the HELP key with 
left shift and *1\ After unpausing, keys 
1,2,3,4,5 will take you to the respective 
level, while F1 r F2 f F3, F4 will take you 
to the flash-points of the levels. 

SPHERICAL 

Type 'BLADERUIMNER' on 
the monu screen for a variety 
of pathetically gutless effects. 






PENARIS 

Okay, this is a hard game but that's no excuse. To receive infinite lives, 
hold down J Z r when the 'insert data disk' prompt appears, then put the 
mouse in the joystick port and hokJ down the right mouse button while it loads. 
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crystal tips* 



*Ortd Alisfair 





✓ ✓ ✓ ✓ ✓ f * * f 



STEEL 



hen I reviewed this gome I 
complained that it was a 
mite too simple, but now 111 have 
to retract that rather over- ambitious 
statement. At the time I thought, "iasy- 
peasy-japaneasY* Til complete it no 
hassle/' And it seemed no hassle until I'd 
collected all the cartridges and was about 
to unjam signal six. Ah. Doing this proved 
far more difficult than I'd anticipated. Still, 
using my utterly phantasmagoric a I games 
playing skills (hem), I've managed to map 
it and below, to generously path the way 
for you lo complete it too, 



GENERAL TIPS 

• Keep firing as much as possible. 

• Most of the scenery is just decoration, 
don't spend hours trying to pick it up or 
shoot it 

• If you fancy a breather then find a 
room with a wall on one side and stand 
(or float in this case) at the opposiu- 
edge of the screen, No robots will enter 

• After killing a squillion robots don't 
go, reeking with confidence, to the 
nearest power-up with the intention of 
recharging all your energy. If you fill up 
to 999 you will explode. 

The most ideal fill-up stations are at 
A2 and C6 on the map. They are screen* 
completely enclosed by walls so no 
androids can force their way in. 
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- Computer Terminal • = Cartridge E = Energy I = Wall -Eh = Door 



crystal tips* 



and AH stair 



THE ZERO MAP BLOOD WYCH; THE FIRST HALL 



i 



= Nothing,., zUcho 



= Pillar 



— „m 



-Q- = Door 
= Er„. bed 




BLOODWYCH 



Ihis is a very tough little number, particularly if 
you've never played Dungeon Master. So if you're 
still standing blubbing at the starting post, like a 
complete medieval moron, study the map of the- First 
Hall up above, then read on*** 



GENERAL TIPS 



• Use the quick start option. Wandering about recruiting nq- 
iiopers to your 'merry' band takes too long if you want to gt^r 
dovwn to some: serious annihilation. 

i Cowardice is the better part of valour. Standing up to an 
assailant is rarely successful, especially if he, she (or it) is a 
nn&an bitch-mutha. Make? sure you know the layout of the 
dungeon you're in, and use the old J dodge as quick as 
lightning' ploy to avoid your enemy. Alternatively, retreat 
steadily, firing missiles and spells from a distance, so that he 
doen J t get a chance to gut you. 



Nasties can't open portcullises so use these as a final 
escape if all is not going well 

I If you have a choice use an offensive spell such as Missile 
or Terror to chop away some of the reserves of your enemy. 

Characters you try and communicate with are the ones who 
don't attack you straightaway. 
# Always give your fighters the best armour. 

Always have your mage ready with a spell (or three}. 

Here are the prices for the shop. Make sure you visit here 
before entering the keep. DAGGER (5), LEATHER SHIELD (61 
SWORDS (10), STAVES I8) r LEATHER (71. CHAIN MAIL (121. 
SHIELD (10). Buy armour first. 

To buy supplies - face the shop kenpfir, click on PURCHASE 
and wait for his offer, If he offers some-thing you don't want, 
click on PURCHASE again. If you want to buy something, put 
the appropriate amount of cash in the transfer slot and click 
on OFFER. If the price is right, the item will be exchanged for 
the money in true Leslie Crowther fashion. 
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SpeciaC Reserve 



Club Privileg es 



membership £5.00 



• Bi-monthly Buyers Guide each with details ol 40 gameis. 

• Membership cart, Release Schedule and a tolcter for (he Buyer's Guides 

■ 24-hour despatch of stock ilerns. Mosl lines in sto<*. 

• Games sent individually by 1 st class posl. Most lit ihraugh your letter-box 
" L d3y hcrtline ' unlil S P m weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays 

■ written notification at delays and instanl refunds or requwi. 



AMIGA ST 



It's expensive not to join 



■ No corn Til menl. no obligation to buy anylhing and no "minimum purchase 
* The bes; games, carefully selected, available at exrraordmary prices. 

We're miles cheaper than efsewherQ. Below are a selection of otters at prices 
you might not believe, You can buy games al the same lime as join-no - or 
join now and select from our lull catalogue. AH items advertised are on y fo< 
sale to members and are subject lo availability. 

Wore; Upgrade to Official Secrets is offered to members ofSpectat Reserve 



AMIGA ST 



3D POOl 1,5 4 ^ 

Ap 3 .ZZZ~A2.& 

AFTERBURNER 16 49 

ALTERED BEAST , 1599 

AflChlPh AOOS . . i£ J*". 

ARTHUR (INFOCOMI* 1fl49 

45TAROTH ,, n 39 

AAAL , " -e ; w 

BALANCE of POWER 1 990 1 5 99 

BALANCE OF POWER 1 590 (1 MEG| 
BALLISTIK 699 

BALLtHOOllMFOCOtfl 

BANft-:.r.:K KNIGHTS ij'^g 

9A-TBARIAN 2 i PAL AC E;. 14 j& 

SAFIBARIAN J rPSYQNOS4S\ 14 99 

ftAKOS TALE r 7 99 

BARDS TALE 2 15 49 

BATMAN THE CAPEO CftlJSAOE n l S 49 
BATMAN ThF MOVIE 

Battle souaohon 

SATlLECHESS 

BATTLEfECHllNFOCOMl . 
BEACH VOlUtf 



AMIGA ST 



.15-99 
15.99 
'6.49 
IS 49 

is.ea 



BE VOND DARK rjASTLE 15 99 



BE VOND ZORK ^NFOCOW 
BLADF WARROR.. . 
SLOOD h*ON£r 
SLOODWVCH ... 

BOMBER 

... 

E.R DOE PLAYER 2000 

0-IIQHT (2-Q ANIMATION - DRAWi 

CAfLAL 

CAPTAIN BIOOD 

CHAMBERS OF SHAOLlN 



13,99 
..1*99 
...14.49 
. 15.49 

IB *g 



,.14 49. 
.31.49 
15 49 
...8 49 

I4!*l 



CHAMPIONSHIP BASEBALL 999 

Championship basketball 599 
championship rootball ;usa| 4 99 

CHAOS STHIKES BACK 

(D.M. SCENARIO DISK) 17 49 



15-191 
1?99 
l! JH 
1?99 
1549 

I4«)g 
S.9S 

1&99 
■i ■ -iv 
9.99 

13.49 

15 19 
I4 99 

7.99 

12 99 
15.99 

16.43 

16 49 
1299 

9.94 
15.99 
14 49 
IMS 
1&49 

■199 
14 49 

13.49 
6.49 
1?4B 
&49 

4.99 



riSH' -;MAG 5CROL . S i 1339 ^399 

FLIGHT SIMULATOR 2 25 a* »,« 

FLIGH T SlMllL ATQR 2 

WEST EUROPE SCENERY DISK . .13 99 1399 

FOOTBALL MANAGER 2 g 4g fi a£ 

FM 2 EXPANSION KlT 5 ft ft jg 

FUN SCHOOL 2 <2-6, 6 6 OR a*| 12 49 12 49 

FUTUHEWARS 16 49 1*49 

u UlURES^ORT T2 99 

GETTYSBURG |5S4|.. 1999 

GOLD flUSHi ilSIEHRA) . 9 99 1? 49 

tfFNOlRCN iU £ FOOTBAU.li H Q9 1 4 <I9 

GUILD OF THIEVES IMAQ SCROLLS! 1 3 99 13 99 

GUMSHIP i$gg 1549 

HARD DfllVIN' i2 99 pqq 

HELLFIRL ATTACK 349 343 

HEWSQN PREMIER COLL VOLT " 16*99 1fi'« 

HEWSON PREMIER COil VCX2 I ; 49 17 49 

HILLSFAR (SSIh 17 49 1749 

HIT DISKS VOLUME 2 9 49 949 

HITCH HIKERS GUIDE <INFOCQM> 9 99 

HONOA RVF 75r& 15^9 ! 5.4.9 

HOSTAGES 13.49 q 49 

HOUND OF SHADOW ifi » 1R99 

HVBfllS 11 49 

INI )IAN A JONES IAC-T ION CAM'E| ' 1 1 99 1 1 99 

INDLANA v iQNES |ADVENTURE> 111=15 4 99 

INFESTATION 1499 | 4 w 

i'NFFDEL <INFOC0W) 9 &g 

INGRES BACK ILEVFL 9< 1 2 49 12 49 

IRON LORD 1649 1& 49 

JACK NICKLALTSGOLF |CGA J EOAH5 99 

JINJCTEfl 4MAG1 SCROLLS) 1399 ^ 99 

X)URNE¥(INFOC0M) 1949 

KAMPFGHUPPE <SSl i 99 
KARTiNG C-i.HANLT PRIX 449 



AMIGA ST 



I FONAFIDO 

LPFC ANO DEATH „,, , "1599 

LIGHT FORCE rDQMPILATjQNa 1 6 &g 

LIVERPOOL n 99 

LOMBARD RAC RALLY "14 99 

LORl >S OF THE RISJHG BUN ' lfl 49 

LURKING HORROR NNFOCDM|i 13 99 
MANHUNTS R NEW YORK iSlEFRAl 1 2.49 

MENACE 309 

mickey mouse 1349 

MICRCPHQ5E SOCCER 'l&flg 



15 ■!!- 

.13.49 
15.99 
5 99 
• 16.&9 
.12.49 
499 



■ l!i 

15-99 
H 99 
F4 99 

9.99 

12 '19 
&99 
5 99 

- 5 9ri 

15.99 

13 4g 

16.^9 
5.99 

12 49 

15.99 

7.49 
1499 

11.99 

5.99 
I^OT 

1599 
lr.99 
1^99 
lfl 99 



Chess player ? 1 50 ■ 5 99 

chessma5ter2kk) ^49 

cHBOho quest 9 49 

COLLOSUS CHESS X is'49 

CONFLICT EUROPE 16 49 

CONTINENTAL CIRCUS I ? 99 

CORRUPTION <MAG SCROL LSI 13 99 

DAMOCLES: 16 49 

DATA5TORM.. 1249 
DAY" OF THE VIPER . 1^99 

DEFENDER OF THE CROWN" A 49 

DEGAS 

dew vu .JZiiii 

OE JA VU 2 1599 

DELUKI- MUSIC CONST H SET . . . 4S 47 

DELUXE PAlNt III 51 49 

DEMONS TOMB ^ 

DEMONS WINTER <SSl) , 

DRAGON NINJA |S 49 

OHAGON SPIRIT \ 12 99 

DRAGON'S LAlR |1 MEQ| ' 2B 49 

DRAGONS Of FLAME <SSl) \ l ? 49 

DRAKKHEiN 16.99 

DUNGEON MASTER „.„." , 

Dungeon mas i f h ; i megi '." ' is 49 
3uN[.iEON master editor 749 

DYNAMIC DEBUGGER 1549 

DYNAMITE DUX 15 99 

ELIMINATOR. ., . 5^99 

ELITE 13^9 

EMPEROR OF THE MINES " "lVrt 
EXOLON , „ 

£*EOFHORUS 15 L» 

r l-!i COMBAT PILOT i^ gg 

F 16 FALCON 1^49 

F Ifl FALCON MISSION Df S« 1 2 99 

FAERVTAUE 1399 

FAST&HEAK i«49 

FEDERAT H3N OF FREE TRADERS r9 49 

FERRARI FORMULA 1 1 fi 49 

FIENDISH FRFGS BJOTOPOFFUM 16 49 

FIRE BRIGADE (1 MEG| 16 49 

FIRST WORD PLUS 



ISiiP 
16.49 
9 49 
1*49 
16.4-a 
12.99 
' 3 93 
16 49 

16.99 
6.d9 
1499 

I: I!.- 

15 99 



■2.!*1 
17.49 
12.99 
1?99 

17.49 
1 6.99 
15^9 

749 
t= 
'3-19 

599 
1549 
15.49 

599 
Ifi \Y\ 
15.99 
1549 
1?99 



19.49 
1649 
1*49 

53.99 



OFFICIAL SECRETS 



Annual Membership costs £22 (UK) 
including: 

by Magnetic Scrolls 

Gnome Ranger bv i 9 

e issues ot Confidential 

Advanlure Helpline 

Special Reserve n^ernbershio. 

Please write for full details o^ enter £22 
as Ihe membersriip fee mstgacl of 1he 
normar £5 fee for Special Reserve. Of 
join Special Reserve and upgrade later 
for El 7. You may request a surprise 
alternative instead of Gnome Ranger. 

Myth is exclusive to member 5 of 
Official Secrets and is not available in 
the shops, 



MILENNIUM22 

MONOPOLY ., 

UP HELd 

NEFJULUS 
MEUROWAHCER 
NEVEfl MlftO 

h:h VAN Si .1 soi^NDP-** 

NORTH AND SOUTH 

OflLlTfFtATOR ift'45 

OD5 

ONSLAUGHT ,, . t4 99 

ooze ;; "'"isk 

PACLAND 7 4g 

PACMANIA 7 ijft 

PAPERBOY -2 9^ 

PASSINOSHOT 15 99 

PAULGASGOINE SUP«R SOCCEfl.. 14 99 

PAWN rMAG SCROLLS) i a.^9 

FERSONAL hTKSHTWARE .... 1699 

PMOrON PAINT „ HJ9Q 

PHOTOW PAINT 2.9 1 1 MEG) fi4 go 

PIRATES , 

POLICE QUEST 1 <5!ERRA) " IS 94 

POLICE QUESTS (BJERFUt 15 99 

POPULOUS 1 6 49 

POPULOUS PROMISED I ANOS. . . ?99 
POWER DRIFT 1599 
POIVERDflOME , 16 49 

PRECIOUS METAL CClLLECTIOW.. 15 49 

PREDATOR 1599 

PROTEXT WORD PROCESSOfl 64 99 
PUBLISHERS t: HOICE DTP | 66 49 

PURPLE SATUFW DAY 749 

QUARTERBACK ii 99 

RTYPE m JZZZllM 

RAINBOW W ARRlCfl ■ 5 gq 

RAl I Y t PQ5S CHALLENGE " 1 2 99 

HEALOHOSTBUSTERS 6 49 

RED RCAT -15,43 

RED LIGHTNING <5SI) - i 

RFU STORM RpSING 

RICK 0A*#GEROU& 1 5 49 

RISK M 4a 

HOBOCOP .. ' 1549 

ROCKET RANGCRl „, 999 

RUN THE GAUMTLET .. .1549 

SAINT AND GHE AYS' E 1 1 9$ 

SCA f^EG MOST (LEVEL 9| . 12 49 

SCKA&BLE DE LUXE . 12 99 

SDI rACTlV!5*DN| , 

SEASTA: K r F , INFOCOMi ' ", ', ~ g 99 



■3 9r 
8 49 



I5 59 

15 99 
1& 49 

16 49 
7.99 

13.49 
15 49 
15.49 

47 gg 

S.49 
12.99 
6 99 

!!:■ I!-. 

129& 
7.49 
12.99 
1999 
19.49 
iS 49 
1299 
12 99 
r£ 49 
12.99 
11.99 
I7 49 
1299 



STOS MAh SI HQ PLLS ilNr: HAHOWARF 1 
Sl"05 SPRITES 6D0 

STRfflER 'jj^B 

STRIKE FORCE HARRIEH ' 549 

STHVX ^ 4 n 

5TUNT CAR RACER Z'Z 15 94 

Super hang oh 

SUPE FI WONOE RflOY 1 5 gg 

SWOROOFSODAN . ,, . "1399 
SWORDS OF TWILIGHT .... ifc^ 
TALESP^ AO'JFNIUflE CREATOR 
^Al FSFi -i ADV CREATOR < i MEG) 

TEENAGE QUEEW 

TESTDRIVF 

TCTRIS , 4 49 

THE LOSTPATROl ' 15 49 

THE N F W ifEA _ AND STORY 1 & 99 

THE STOR^ SO FAR VQL 3 1*99 
r HR EE STOOe 1 5 ;CINEM AWARE'. 6 94 
ThMJNDERBIRDS a 49 

TlMF A VAGIK 1 LEVEL 9] ' 13 49 

TiMEFJAMDfT r 49 

TIMES OF LOflE ,, it 43 

TlMEWORKS Dtp 
TRIAO VOL1 -ICOMPILATIONJ 
THiAD VOL2 iCOMPlLATKJNr 

trivial pursuit 

Turbo 

tv sports football |usa' 
uninvited 
untouchables 
yerminatqr 

VETTE (CORVETTE] 1 g 49 

VINDICATORS 11 99 

VIRUS -,5 43 

VIXEN '449 

VOYAGER " lfl49 

WAR IN MIDDLE EAR I H -^g 
WAR SHIP |SSH 

WATERLOO ,.„' ', ' 1 5 99 

W AVNE GRETZKY HOCKEY 15 99 

WHIRLIGIG '"iD 49 

WHO FRMD ROGER RAH^ir ,1 MEG| ir49 

WICKED. 994 

WORKBENCH 1 5 - j 4.I 

XENOMQRFH ... 1549 

XENON II. MEGABLAST i § 49 

XENOPHOFJE i6 9g 

ZCflK ZERO <WOCC*l) 19 4? 



9.49 

..r4.» 

..12.99 

.12.99 
1349 
1^49 

.15.94 



47.49 
999 

ia 49 

5.49 
12.49 
1599 

15 93 



IQ99 

!i -i : 
649 
fl49 

'299 
12.99 
12.99 

H -H 
13 49 

6.49 

6 i9 
?4 99 

9 4\\ 
1499 

B 45 

15.49 
5.99 
12 99 
H- 19 

1U49 
6.99 
4 -19 
13-19 
154S) 
1999 
1599 

5.99 

999 

15 49 
15.49 
'599 



The PC Engine Plus 



.12.-9 

■9 9i 
1 1 -19 
19 99 
1249 
i3 -u 



DISKS K79p 



KEEFTW THIEF , 1fi « 

KICK OFF 

KICK 0*=F EXPANSION DISK " ' 749 
KIND WORDS 2.0 |W.P| 31 49 

KING OF CHIC AGO a 49 

KINOS QUEST 4 !S.ltRRA'i . . 

KINGS- OUEST 1,2 J j {S^ERRAl Jl^ 

KNIGHT ORClLEVEL 9) 

KNIGHTFORGE 1499 

KRlSTAL .9 99 

KULT- ri is 49 

LANCASTER 1349 

LANCELOT iLEVEL 91 . .. . 134$ 
LAZEHSGUAD 1299 
LFADERBOARD FWHOIE 1 & 49 

LEATHEH GODDESSES |lNFOCOU 1 

LEATHERNECKS £44 

LEGEND OF THE SWORD , 15 49 

L H*JF|E SUIT LARRV 1 iSIERRAl ' 18 99 
LEISURE SUIT LARRY JiSIERRAl ... ia . W 



•l 03 

7.49 

1499 
31 49 
2249 
6.49 
*4 39 
17.43 
12.49 

1349 

■ ':i r r 

f3.4*j 
9.99 
6 '19 
599 
U99 
16 99 



To order please write, or complete the coupon, or telephone us on 0279 6Q02Q4. Pie 



sentinel 

Shadow of the beast 

SHAfJUWGATE .... 
SHILQH i S5I| 

SHINOBI 

SHOGUNilNFOOOMI 

SHOOT "EM UP CONSTRUCTION KIT IB « 
SILICON DREAMS rLEvEL 9| 9 48 

SCKWORM ■ 

SIM CITY... 17 '49 

.SORCERER ONFOCOM) 

SPACE ACC S ?4g 

SPACE QUEST r iSIEHRAi ..„ 9 94 

SPACE QUEST 2 IS'ERRA) 12 49 

SPACE OUEST 3 <SIERFttl ,,, 

EPEEOEAlL . !5 4 S 

ST ADVENTURE CREATOR .,,„," ." 
STAR COMMAND TSSI 

STAR WARS T'" 6 49 

STAR WARS TRILOGY , 15 39 

STARGLIDER a 4<i 

STARGL4DER2 „ ^99 

steel , ::::;;:i249 

STEVF 0 AYIS SNOOKER 1 J 49 

STOS GAMES CREATOR .. 17 49 

STOS COMPILER , , ^ 

STOS MAESTRO U 49 



?99 
1999 
7.49 

12.99 

li.49 
6 49 
1299 
17.49 
9.99 
27.49 
B99 
14 49 
1449 
1549 
26.99 
' ■I 0 r f 
fi 49 
15.99 
6 49 
1&49 

■ ;^ ^ 

■ ? 



"The wrefs outr NEC's blockbusting PC 
Lnpine has Ijetn rB-eriglneflF«d by a ^rlMsh 
company io produce n tuNy-aiperi^onHl UK 
version. Classic arcade aclp&n is now only 
199 pounds away." 
ACE Magazine November "B9 

P C Engi ne PI u s (TV) £179.99 
PC Engine Plus (Scarf} £179.99 

Complete with TV nr Scarf, cable, jo^pad. one 
1rea game and 12-manr^ rtarranry 
jPr^ iiitludes VAT and de4rvery) 

Software 

All sattwartp ts subject 1o availacilny Many 
mare Mies vt\f\ be available Soon. 



CHAN t CHW ja.4ti 
SP^CE MARRltH S3 49 
OfiAGON SPIRIT ^3 49 
SON \ SOW || 5JJ3 
WWSlfoSfrXF stot ?S i!J 
" .NGCCn : %f ;.:i-:Lr: i l\\ 
OEEP BLUE 22 49 
PACLWD S3 49 



cvEERcr^oss r±4$ 

r*W3A 23 49 

FlN*L LAP TWIN 33 4g 

ROCKGflJ 53-49 

BLOODV WOLF 33 49 

ORYDCNE 33 49 

ALTERED BEAST 33 49 



PeriphMls r inclgflm^ ?he CD Rom unit, 
available SOoti. The PC Engine is 
manufactured in Japao by NEC T\m PC 
£ Jiflvne PSus indude& a buill in PAL board 
and ia compalible wuh alt NEC penphMls. 



ase note Ihai thare is a surcharge oi 50p per game tor orders placed by telephone. 



Order Form 



Name_ 
Address 



Non-m.mb^pl^ adclh. ^ ^hip^ Specia| Reserve memt>ership £5 UK £fi £EC 0{ 

Item 



World 
zero 



Posl Code 

Com purer 
Payable to 



Phone No. 



*i257*3.5T3.07*TAPE 



ftem 



Item 



Special Reserve 
P-O. Box 847 s Harlow s CM21 9PH 

Special Res&zve ^ «raflmg -iame& o1 Inter MediareF; l Id 
Refl. OHice: 3 South Block, Tne MaHings. Sawbridgewoflh, H&rls CM21 9PG 
Roistered in England Numfcer 20M713. VAT reg no 424 953? &i 



Credit card expiry date 



□ 



TOTAL 



"C HE Ckje/" POSTAL ORDER "ACCESS." VISA 
llndudmg Connect, Ma?,lefcarrJ and Egrocardi 
' Dele-1& where applicable 



Overseas OrrJers musr be paid oy credil card 
Prices include- UK Postage and Pachmg 

EEC orders please atfd 70p per item 
Wc*W nrdars ptsase add C 1 .50 pef Hem 




crystal tips 



Helplessly stuck in the middle of a 
game? Got a tip? Then step into 
Marcus 'BinJty' Berkmann's 
Strategic Air Command Centre for 
a debriefing session. What hoi 

ho and chocks away, it's nearly 



rl 

take-off time again (the wizard 
crate's fired up and I've got a strafing 
run over Hamburg on the cards), but first I' 1 1 
read some of your letters. [Rrrmpl) 

J. Whiting from St Albans wants to 
know about the 'shop' in Xenon it. "What are 
the last three items you can buy?" he asks. 
Well, I'll just thumb through the 'classified' 
drawer in my Strategic Air Command filing 
cabinet: hold tight. Pfan X Flight-Plan Details.,. 
X-ffay Photos Of The Stuka Factory in Berlin... 
Aha, here it fs: Xenon // F Righto - number 18 is 
the Drone, number 19 is the Flamer and 
number 20 is so classified I'm afrafd l m not at 
liberty to reveal its name. Hard luck, old man* 

Mark Hammond of Red hill has written 
in with a bally good tip concerning Stunt Car 
Racer from Micro Style. "A 'suction pad' 
joystick with a large shaft is better for this 
game than a tiddly hand-held one." I say r 
that's a good show, He continues, 'When 
racing on The Drawbridge it's a good idea to 
stay fight on the tail of the computer- 
controlled car until you're over the moving 
ramp on the f ina( lap. Then overtake it and go 
for broke. On the other courses it's best to 
overtake as soon as possible. Oh, and 
spending too much trme In the air r slows you 
down P so try to keep your tyres on the track. 
And don't waste your turbo when airborne/' 

Mward Harr#t of Warrington next, 
with some tips on Kfck Off, that spiffing soccer 
game from Anco. "When in two-player mode, 
taking the ball straight up the middle of the 
field from any kick-off, followed by a quick 
punt just outside the area gets a goaJ about 
30% of the time. In any mode, if the opposition 
attempts a sliding tackle in their own area H a 
quick jog over their outstretched legs will 
result iri a penalty for you, When you get one, 
wait until the arrow is approaching the net's 
centre, then gfve the joystick a quick prod. If 
taking a corner,, go for the bottom corner 
corresponding with the net end (i.e. if the net 
is- to the left of the ball, go for the bottom left 
hand corner). This will beat the goalie, and 
leave it for you to stroll one of your men into 
the ball and store a goal," 

Corking good show, you chaps, that's the 
spirit Anyone else stuck fn a game? Or got a 
wizard tip? Well, fust 
send them to me, 
Wing Commander 
'Btnlry* Borkmann, 
14 Rnfhbnnn Place 
London W1P 1 DE 
There's a ZERO t-shirt 
for anything printed. 

WeH chums, that's 
all for this month then. 
I r m off to Hamburg, and 
I'm going to Eeave Johnny 
Bosch a 'souvenir' he'll 
not forget for a tong time. 
Where's my flying 
helmet? Ah r there it is. 
Tally ho! (Sound of 
Spitfire taking offt. 



'and Alistuir 



IMPROVE YOUR HEX LIFE! 

Blimey! It's that time of the month again, which can 
only mean one thing - Jon North's bock to prove the 
worth of a damn good POKE- 

w 



elcorne beck to all you wise folk who took the ZERO Challenge 
last month and discovered what a unique PQKEs section this is, 
You see, we're the only mag to Offer you 16-bitters the kind of 
hacks and POKEs S-bitters have been used to for years... and what's more, 
you get a strong dose of hex from us every single bloomin" month 



PAPERBOY (Amiga) 

This was one of the first games I 
hacked when it came out on the 
Speccy, but it's Andy The 
Arfllng {that J s what T.A. stands 
for, apparently) who's cracked it on 
the Amiga, This one gives infinite 
lives and papers. 

10 REM Paperboy hack by Andy 
the Arfling 

20 FOR C=0: FOR F=52l472 TO 

521619 STEP 2 

30 READ AS: POKEW F r VAL 

("&H"+A$) 

«C=CWALr&H%ASfc NEXT F 

50 IF CALL 558730 THEN END 
60 CALL 521546 

70 DATA 41 FA,E,23C8 # 3,B6,4EF9 r 3 r 

C r 41 FA,E,23C8,4,F1 AO 

30 DATA 4EF9AF01 C^FC^O, 

4E71 ,3C68,33FC r 4E7l,0 

90 DATA 3920,33FC r 4E71 r 0 J 21 7C 

33FC r 41 FA,Q,3588,61QQ 

100 DATA 3A r 4EF9AB00,2C7fl H 4, 

2E3C r 3,0 J 207C J FE # B8CO 

1 10 DATA 43 FA, FFA4 A3 E9, 

FEBA.303C, 145, 12 D3, 51 C8. FFFC 

1 20 DATA 23FC2Q07 , 4E 7 1 r 7 r F3 F C, 

4EF3,7,F3D0 1 323C J 10,303C 

130 DATA FFFF,33CO,DF,Fl80 r 

51 C8 s FFF3 r 5 1 C9 r FFF0,4E75 
140 DATA 5A45 r 524F,3839 - 



FRIGHT NIGHT (Amiga) 

One of the strange things I've 
noticed about hackers is that they all 
hang out in huge crowds. I saw this 
routine at September's PC Show 
when the spokesman for Freestyle 
UK, one Mr. Frostbyf* Esq., 
appeared in the middle of a group of 
about 15 others. Stilt, I don't suppose 
it's for rne to fudge, simply to write a 
column... (This gives immortality, by 
the way.) 

10 REM Fright Night hack by 
Frostbyte 

20 C=0: FOR F=768 TO 888 STEP ? 
30 READ AS: POKEW F.VAL 
r&H J VA£f 

40 C=C+VAL(n&rr+AS): NEXT F 
50 IF CALL 528590 THEM END 
60 CALL 768 

70 DATA 33F-9 r DF,Frj06,DF,F1 30,339, 

6,BF,E001 P 66EC J 2C79,0 # 4 

80 DATA 43FA r 52,4EAF.FE6S r 2C40, 

41 FA J 3C P 2Z03,343C,3ED r 4EAE 

90 DATA FFE2,2200 J 243C,& r 0,3S3C, 
892,4EAE,FFD6 P 41 FA r E,23C8 
1 00 DATA 

6 J 3E , 4E F9, 6, 24, 23 F C, 4E 7 1 

,6000,5, D5EA r 4EF9 r 5,80l 4 

110 DATA 444e r 303A r 4652 J 4947, 

4854, 0, 646 F J32E ,6C69 , 627 2 

?20 DATA 61 72,7900,5A45,524F r 3839 



Yikes, I've run out of space again. Sorry it was so short, but perhaps I'll 
have some more room next month. {Not a chance Ed) In the meantime, if 
youVe had enough of Freestyle taking all the fame, why not have a go 
yourself? Send any POKES you've done (listings are fine, but uisks are 
better} for 3L Amiga or PC to Joti North, Improve Your Hh Ufa, 
ZERO, 14 Rafhbone Place, London WIP IDE. Send a suitable 
sae if you want a reply, or your disk tack (hint hint). 



UNtFO&rn M HIS GtVBST To 
$mGL£ HflrJDf DJ_y WJrV THE WAft--- 



you flo/iy HftvE downed ny 

K/T£ f Btsr you U/ON'T DOWM 




IDIOT'S GUIDE 

Bit of a hacking 'virgin'? Then simply 
use the handy chat-up lines provided 
below, and you'll soon have the chicks 
queuing up. Erm.». well, you might be 
able to POKE your computer, anyway. 

AMIGA: Boot up the machine with your Workbench 
disk, then replace it with the Extras disk when you have 
the Workbench screen. Load Amiga Basic, slap the 
fisting in Isave it if you want), then put the game disk in 
the drive and RUN it. 

ST & PC: There's no point in giving you instructions 
because there's no POKEs for you this month... sorry! 
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crystal tips* 



*and Alistair 



4 J 




*m- DULLARD DEPT 

Got an old rave that you're still stuck on? You shandy drinker, you! Well, as luck would 
have it/ I've delved deep into the past for a few hints and tips on some golden oldies* 



Fast, furious, fascinating and 
frenetic - Micrayle'* RVF is all 
these 'f words arid several 
others we can't mention as 
well* St* veil Hill spent a warm 
weekend snuggled up with it to 



■ 



I a [ 1 > m'L^W' M in *1 ■ F-i 



At the start of a race bring your 
engine to about 8000 revs, but 
never exceed 9000 Nudge the 
joystick carefully to fine tune it. 

Concentrate on the lights. When 
they hit green just open the throttle 
and blast off from the starting grid. 
Cunning weaving and dextrous 
turning at this point can ensure you 
a good head start. 

Always practice on the tracks 
before you race; make a mental 
note of the bends and the direction 
they go in. It's always best to go the 
right way around a corner or else 
trees and other bits of scenery tend 
to get in the w^y. 




Taking those comers like a pro 
is the most important skill you 
have to master, A mere shandy- 
drinker who knew a sharp left- 
hand bend was coming up would 
stick to the left like glue, sJam on 
the brakes, and take the corner 
like gran havin;j a bit of trouble 
with her Zimmer frame, But to 
become a well-endowed games- 
ninja, although you know the 
comer is going left, you must turn 
right instead. Then, one pico- 
second before hitting the actual 
bend, turn left {using none of 
those pansy gears or woofte-r 
brakes}; if you time it correctly, 
you'll make the bend at full speed. 
And if you don't, um...well r 
perhaps you'd be better off with a 
Zimmer frame anyway. 






INTERCEPTOR 



Many aeons moy have passed since it was released, but Electronic Art's 
Interceptor i* still one of the best 'ploys' around today* And who better to 
give us some really 'ace' flying tips than those ever-smiling PR people, 
namely John Robert*, Paul Grace and Lesley Mansfard, 

WHEN QUALIFYING 

Always approach from the south. The other compass directions are wrong and 
besides r the conning towers tend to get in the way. The easy way to qualify: take off 
and apply afterburner without banking left or right. Instead just pull straight back 
until you're flying upside-down. Fly inverted past the carrier for about five miles, 
then push forward until you're upright, with the carrier in sight. You'll be aligned for 
a perfect approach and landing. And don't forget to drop your arrester hook. 

COMBAT 

Never get too dose to your enemy. In hard-turning dogfights your plane will lose 
more speed and altitude, leaving it more vulnerable to faster moving 'bogies'. Try to 
use the AMRAAMs at maximum range. Forcing your target enemy to break, making 
him an easy hit if your missile fails. 

THE MISSIONS 

On the rescue mission, you must drop the pack very close to the pilot. The pilot is 
likely to die of hypothermia if you start faffing about with the Mi&s. Fly very slow 
and low, timing the drop well, As for the sub-mission - this is a killer and no mistake 
Fly to the carrier at a height of under 100ft, situated at about 320 degrees from it. 
You must pump all six missiles into the conning tower of the sub. Each hit will 
produce a smoke trail. After six shots it's a case of 'hi-ho silver' and you can zip back 
to the mess for a bit of 'slap and tickle' with the lads in the showers. {Eh? Ed.\ 




v 



BARGAIN SOFTWARE 60 Boston Road, London W7 3TR 

Other branches — 309 Goldhawk Road, London W1 2 8EZ 
1 8 Market Square, Leighton Buzzard, Beds 

* Unit 33/34, Rumf ord Shopping Hall, Romford 

★ 675 Holloway Road, Archway, London IM 1 9 
OPEN TO THE PUBLIC 1 0am-8pm 6 DAYS 



BUY BY PHONE 
01 741 1222 
01-995 3652 
0525 371884 



PRICE PROMISE 

If you wish io purchase any product from our lisl and find thai yc-y can buy the 
same praducl cheaper from arwtner mail order tympany. Simply enclose 1 he 
kiwer amount, stflSuly lhe name of rhe of her company and wrhere you sjw The 
adv-flrt. (It musl bo (he current issued Price Plramr&a does not apply to Olfier 
Companies "Special Of ler&" . 



ENQUIRIES 
RING 
01-567 7621 
office hours only 



CHART TOPPERS 



FANTASTIC OFFERS 



SI 



AMIGA 



ST 



4MIGA 



A.P.B. 
Balance of Power 1 990 1 
BaliTWl C4p«d Crusader 
Raman The M : n ■.■ 
Beech Vnllfv 
EHach Cauldron 
CHtJlWlfriH 
Continental Circus 



Qrakkhen 
Dyrumile Dun 
F ?9 H«itliaCH 
F1 5 Strike Eagle II 
Fiendish Freddy 
Frftlbaiar of lhe Tear 
Ghuibuslm 11 
I. JCMS t Lasl Crusade 
Interphw 
Kutr 

Laser Squad 
Last Ninje II 
Lords of Trie Hiswirj Sun 
Hew Zealand Slory 
Oil Impenum 
Paper Boy 
Player Manager 
H.A.C. Lombard Rally 

Cr»H 
flobocup 
Huii The Gauntlul 
Shine bi 

Stitfffk Puck Call 
Silpheee! 

Sllr Wars Triorngv 
Eri.;H 



12.99 
15.99 
1 1 .99 
11.99 
11.99 
17.99 
12.99 
12.99 
I2J9 
21.99 
17 99 
11.99 
15.99 
15.99 
14 99 



14.99 
15.99 
15.99 
12.99 
17.99 
15.99 
11.99 
17.99 

rue 

12.99 
15.99 
12.99 
11 99 
II 99 
1299 
12.99 
17.99 
15.99 
13-93 



1199! 
15.94 
14.99! 
14.991 
U99 
17.99 
12 99 
r 2.99 1 
12.99 
2159 
17 
14.991 
15.99 
21.99 
14.99 
17.99 
14.99 
15.99! 
IS. 
1 2.9'j 
17.99 
19.99 

14 99 
1799 
U.99I 
12-99 

15 99 
12.99 1 
14.99 
14.99 
1299 
12.99 1 
22.99 
lb. 139 
12 99 



ST 



AMIGA 



ST 



StrirJir 


14 99 


17 99 


Str^i 


17 39 


12.99 


Super Wgnderbfjy 


17J9 


17 99 


Tarfltlari 


15.99 


15-99 


Thunderbirrls 


19.99 


10.99 


Tifne manner 


14.99 


17.99 


VerminHlor 


15-99 


15.99 


Weird Dreams 


1549 


16.99 


Xenon IMMe^aUasE 


15.99 


1599 



■ 

Aelion Service 


4.99 




4.99 


Barbarian 


7.99 j 




7.99 


Billiard Simulation 


4.99 




4.99 


Bismarl 


NJA 




S.99 


bubble Bobble 


2.99 




NiA 


Captian Blood 


9.99 




6.99 


Casino FTpglRltfl 


-3-99 




3.99 


Chariots of Wrath 


15.99 




15-99 


Crar* Cars II 


I 12.99 




15.99 



BEST OF THE REST 



SI AMIGA 

Aw chipeiagoa ,,15,99 1 5. 99 

Barbarian II — 15-99 

Slood Money IB. 99 

Slcod wych 15-99 15 .99 

Chaae HQ.... .....11.&& 14.39 

Contact.. 15 99 

Days of The Pharaoh- 17.99 1 7.9:9 

Doubly Dragon ....lJ.$$ 12.88 

Dr. Doom'a HKvpnflB .. ..12.99 lh.99 

Duriyron Master 14.99 14.99 

F- 1 6 Combar Plot- .15.99 15.99 

Gemini Wirirj, ... , , 12.99 12.99 

G rand Prix Circuit 17.99 1 7 . 

Kick 01 r 12.09 12 99 

Masler Grand Pri* .,12,99 12.99 

Micro Frtjso Socce* 15 99 1 5 99 

Midwinter 15 99 15.99 

Millenium 2- 2 17.99 17,99 

Moon-Talker 14.99 17.99 

NawMawes 14.99 17.99 



COMPUTER HITS TWO onlf f 1,9° 


Tracker, Joe Blade. 
Tau Cali 


AMIGA - rein?.. 
Jo* Blade, Golden Pajli, 
Black Srtjrjaw 



PREMIER COLLEGIUM 

STE1ZJ9 

E stolen, 'Jehulus. Nflatherworld, Zynaps 



TRIAD 

ST E 12. 99 Ami|B £12.99 
SlaroJiiJar, Defender af Ifii Cfflwri, Barbarian 
(FsYniKisI 



ST AMIGA 

Out Burt e.99 6-99 

Out Rum Europe, r , 1 0.-&9 1 0. 99 

firaiw... 15 99 15 99 

Populous 17.99 17.99 

F a ur.>ulnL.!: P'o^""SeO LarUii.. 7 99 7 99 

Po^erdrif i ... , , 1 4. 99 1 ?.^9 

Red Heat 1 1,99 14.93 

Barte H i#jB ill. 1 1 .93 1 4.99 

Running Man .....12.99 12.99 

Silk Worm 13.99 12.99 

Stunt Cars 15.99 IB. 99 

Switch Glade 14 99 17.99 

The Rea I Gh us 1 : hi . Kteri 1 4.99 17.99 

Ti ftl in un th(- Moon 1 2.9$ 12-99 

Ttwbin ...12.99 12.99 

Untfruchab^s 1 1 .99 14 99 

Vigilante., 1 1.99 1 1 99 

War ,-, the Middle EaMh,....1 2.99 1 2.gg 

World C lass Leaderboard ...14.99 17.99 

Zek mcKratken. .,, 21.99 2 1.99 



TRIAD II 
ST £15.39 Amiga El 5.95 

Tetrii, 
Baal.. Menace 



SIORrSOFARl 
ST £15.99 Amio^E15.99 

Ikari Warners, BalTlesriipj, 
Beyond Che Ice Pallet, Buygy &uy 



STORY SO FAR 3 
ST E 15.99 Amiga £15.99 

ThurirJvtats, Borriiiack, Live and let Difl, 
Soace Harrifi 1 



A Ml HA 



n c In Sim 1 

ue je vy 


Q-99 


U 11 


nuragor ^cape 


4.BB 


hill 


Eliminalflr 


5-99 


i.au 


thte 


15.99 


hi A 


Ernpirt Strikes Back 




8 99 
12.99 


Garfield 


Wl 


GarJieldl Winlers Tele 


N.'A 


17 39 


ColrJ flush 




h}k 


Hostages 


11 99 


14.99 


' Kings Quest IV 


n.aa 


N,h 


1 M-Cach* 


4-99 


N,A 


M Disc Plus 


4.99 


^ 4 


Marahuntirt 


9 99 


JlrA 


HI Print 


499 


H.'A 1 


Operaiion MipEuni 


199 


NjA 


P. BEanfilEVS In1. Sec. 
I P.O.W. 


7-«9 


7.99 


1 HiA 


12.99 


Pacmania 


9.99 


M, 


Prision 


m 


4.99 


Pl 1 pie Saturn Days 


8.99 


S99 


fleturnof the JerJi 


1.99 


999 


Suace Quesl II 


11.99 


NjQA 


SpidficTronic 


3.99 


3.99 


Star Wars 


8.39 


$-99 


StHrglider II 


14.99 


NiA 


T-N.T. 


5,99 


tiJA, 


Teenarje Queen 


e.:ir 


«.'A 


TVSporls FOQlhall 


15-99 


19.99 


Wanted 


5.99 


5.98 


War: nek? Quasi 


Ml 


3.99 




5.99 


5.99 


DISC 


■ 


2 for 1 lifetime guarantee 


Ill^VMMftraw. 




..-..7-99 


2fl 1 3S4-" DS DB Ditti.. ... 




&□ 1 3^'" OS nD Dl 51 : : t IfreeS'nraaeBp* ,37.50 


IQD x 3V OS DD Discs + 1 Free5lQrip 9flt.69.99 


20G p: 3 ft - OS DD Dues + 1 Fm StMlQe Bcj 1 29 B 


50Q 1 1* ■ DS DP Discs- * 1 Fr» Scvage Bm^M 99 


Ail Disci Girled arFsoprned #irr- latHH; 


and ndrvidujlv sJeeitd 





BARGAIN ORDER FORM 

Please send me the following titles. Block capitals please 
Type of computer: 



Title 


Amount 


















- phonal Cafier, only Total enclosed £ 





ZERO DECEMBER 



Name. 
Address 



Postcode 



Tel. No. 



Please make cheques and posfal orders payable to BARG AIM SOFTWARE 
Orders under £ b please add 50p per tape F&P: Over £5 is FREE, Europe please add £ 1.00 per tape. 

Elsewhere please add £ 1 .SOpertape. 
These are mail order prices only. Shop prices may vary. 





WHAT TO DOOOO! (Woooooo!) 

The above- five pictures are all of famous horror merchants. 
All you have to do is match the correct picture number with 
the correct film or TV programme on the coupon, So if you 
think that No. 2 looks remarkably like Elvira I easily 
mi at a ken I then you put the number r 2' next to Efirt'ra. 
Mistress of the D&rk. And so on... but beware - you should 
have one film or TV title left over. 

Once you've filled in the coupon, boil it up in a cauldron 
with a dead cat two frogs and your pet gerbil, (You won't 
win but the RSPCA wil be down on you like a ton of bricks!) 
On the other hand - if you do want to win, then send your 
entries to Ghoulies Competition, ZERO, 14 Rathbone Place, 
London W1P 1DE. Don't worry about listing the CDs you 
want - we'll get back to you for that. Oh, and remember to 
answer the tie-breaker 'cos we're expecting an 
avalanche of entries! 



• No employee of Dennis Oneshots or US Gold is 
ol lowed to enter, 'cos if hhey do they'll hove to 
spend 0 nig hi in o grgveyord wilh Peter Gushing. 
■No entries received carter firsh posf on December 
3 1 st will be considered. 
■The Editor's decision is find, ond onyone 
arguing will qe\ a kick in the {That's enough 
ghoaiie jokes. Ed.) 

Frankenstein is N 
Dracula is No ffff . 

Elvira, Mistress Off The Dark is No, 
The Ministers is No*^# 
Nightman On Elm Street ii No.... 
Spitting Image is N«i4» 

TIE BREAK: Whofs the of Herman 
Munsrer's spanking niece? 

Name 



Address 




Postcode 



I 
I 




zn77 



= . IMAGE GANIt Anne MA* 




On seeing ihe crumbling estates,. odt-daied poods and rusry bribes 
af yaw city, how many times have you said "Pur it* m charge for 
d day and I'll moke \\\v> wKhed thing work!" 
Now, wiih Sm City, lake the destiny of the world's greatest cite in hand. 
Or take charge of a new evolving ond growing oty. Become boih mayor 
and city planner of a dynamic real-time simulation 




En 



mm 




Irtp*iati4* 



What you 
should know 
about the game 
of the yean 



RIO DE JANEIRO 201? 
I 




Build houses, streets, factories, airports, a sitfdium, or even iiudetn powei 
pi lints. Orgunise urban iionspon, hire police, firemen, bulldoze enhse 
neighborhood*. 

Raise and collect taxes, balance your budget, manipulate properly values 
Sinn Gty is alfve. It's loaded with animatioii and detailed sound effects. 
Build roads r tais appears. Lay tracks, tons go. Build an Airport, planes fly. 
Neighbourhoods go uppeHtass. Areas derenorate mra slum*. Small uidus- 
nies grow inio huge factories. Eveiy thing is manqed and animated m real 




Li i . n 



•- 



dt\ "I " 



Li *-!■ 




lime. Every (tension instanlly influences the life of your town. 
In a special mode, you can even cause tornadoes, floods, fires and alhr 
dusters at your whim, Save Son Fiancisco from the great earthquake :i 
1906. Or we Tokyo of pollution and from his famous B-mone monster. 
5 m City is an nll-ahsortung unique game which contains B pre-defined sce- 
nario* : e g San Francisco, Tokyo, Rio de Janeiro... With it's exception! 
depft oi play, fs still simple to play with kcmis and graphics, without lef 
commands. 




Design and build the city of your dreams Sim City gives yau the keys. Hit 
resl is up to you. 

IPfOWOKlD Volume II Issue 20 : "People playing Sim City dig cm-plc'cly ^ut$d I 
irHd ihe wwM ihey cieoie, disappearing for hours ' 
N[W YORK W5 *TMe model is very suphisfkared, yel undcrstonildblc. inc : |utf I 
m imparl unt, il's fun, iml" ■ 



NFOGRAME 




4 4 




review 



FUTURE WARS 



A man's gotta to what a man's gotta do / particularly when 
an anti-social load of aliens are threatening to wipe out the 
entire human race. David McCandless is, er*.* a man, and got 
straight down to it when he tried to save the world in 
Palace's latest arcade adventure Future Wars, 




T" irne travelling and the future seem 
to be in "vogue' with computer 
games these days. In Future Wars, 
obnoxious aliens want to live on Earth. 
They don't mean to live in the quiet 
suburban way, inviting their human 
neighbours for a quick natter and a cup 
of tea. No - they mean to annihilate 
every homo sapien, burn every vestige 
of mankind from the surface of the 
planet and extinguish every... (We get 
the message, Ed,}. 

Luckily, old Ronald The Rohot r 
fteagan did have a use after all His SDl 
system still exists in the future, and 
that's precisely what thwarts the aliens. 
So the extra-termstials take the obvious 
course of action - they go back in time 
and plant bombs at crucial points in the 
Earth's history, hoping to nip mankind 
in the 'bud' (as it were!. 

The game starts with you, a jolly 
window cleaner, merrily, er. cleaning 
windows on a massive metropolitan 
Fagade. Your boss pokes his griz^y head 
out of one window, and gives you a fair 
old blasting for no apparent reason. 
Slightly peeved by this,- you decide to 
zip back and forth in time to become the 
sole saviour of the planet (as one does 
in these situations}. 

Mouse skills arc essential when you 
want to move your character about the 



screen - clicking on the required 
destination makes happy-go-lucky you 
wander across the screen. If any objects 
llike chairs, tables, dead bodies etcf 
block the way then you simply have to 
rapidly click around the object and your 
man will follow the route. 

The right-hand mouse button is the 
key to the interaction/adventure 
element. It activates a menu which 
holds a variety of commands,, allowing 
you to manipulate objects i Examine, 
Take, Inventory, Go to the toilet etc). 
This is when your keen eye comes in. 
More often than not, important items 
like locked cupboards are hidden in out 
of the way places. 

The Examine command allows you 
to, er, examine these things. If the 





Thi* i* the ikyicrapar wh»r« you start off cleaning 
windows only to bo insulted fay your hou. 



Now It'* o¥pr to o are at hall whoro 
you'll moot lortn. Lord of the 
Province. He'll hove some handy tins. 

object is important a 'blow-up' w\U 
appear in the corner of the screen for 
you to scrutinize in more detail. The Use 
command deals with things you have in 
your hand, whereas Operate is 
concerned with doors, handles, buttons 
and all those fiddly things. Speak is a brt 
of a one-sided command, since it 
doesn't allow you to specify what's to 
be said, Instead yor man just blurts out 
whatever he feels to be appropriate 
kiSually an insult). 

Characters wander in and out of the 

game. Most say 
things, either 
prompting you or 
talking around you 
(a quick "f?avr?s 
drop' is probably m 
order here for 
gleaning extra 
information). Extra 
fun can be had in 
the arcade 
interludes, where 
quick reflexes play 
a hand. There's 
one sequence 
where you have to 
be incredibly swift 
indeed to type in a 




Thli is the Claw Ent&vntars laakalike opening 
scene when a giant UFO sweeps down end Has 
to wnatfiAr attacks front us mere huinanoids. 

code - or pop your cork, 

It's the graphics that make Future 
Wats brilliant, with an incredible 
amount of attention being paid to detail, 
colour and realism. For instance, most 
screens are brought to life with a small 
piece of animation (chimney smokr?, 
birds in the distance, pecking hensMhe 
different screens blend well r and each 
time? ?one is characterised by itn own 
style, graphics and colours. 

The problems and puzzles are hard, 
and J can see non-punsts becoming 
easily frustrated with this game, where 
a few pixels can mean the difference 
between success or failure, 

The look and gameplay of Future 
Wars owes a lot to the Sierra On-Line 
style of arcade adventure. But, where 
the Sierra games 
are simple and 
quite accessible. 
Future W&rs is 
complex nnd 
hard to get into - 
but does have an 
atmosphere 

that's lacking in the other games. 

I'd say curiosity is probably the main 
motivating force when playing this 
game - curiosity about the later screens, 
curiosity about the solutions to the 
problems and curiosity about what the 
objects do... Brilliant. 



HASSLE FACTOR; 1 
Maybe a little loo hard 
for beginners. Something 
far hardened arcade 
adventurers to bite into. 



' GRAPHICS £ 


^ A&PICTIKf NESJ (J) 




SOUND ( 


EXECUTION (J 


WHAT'S WHAT 


Til 


IE 


Future Wars 


PUB LI SHIR 


Palate/Delphine 






£24.95 


FORMAT 


ST/ Amiga 




a 


Out now 



ZERO 



79 



Top Quality 2nd Drives for the Amiga 
and Atari ST at lowjpw prices 




ll I' 




✓ Full compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 

l/ Top qualify drive mechanism 

✓ One mega by le unformatted capacity 

✓ External plug in PSU (Atari ST) 
t/ Tn roughport (Amiga) 
if V-erv quiet 

Slimline design 

✓ Colour matched to computer 

^ Long cable for location 
either side of computer 

1/ Full 12 months guarantee 



ATARI ST VERSION ONLY 





Don'/ forge) - all prices shown 
mdude VAT and delivery 



AMIGA VERSION ONLY 





Including VAT and delivery 



AATARI' Hardware Offers 



520 STFM POWER PACK 

Amazing value, all new special ST package fram Alan I Includes 5205TFM with 1M& internal 
dfivo, pamfrs joystick, mouse, user guide , 5 disks of public domain wttwart, plus an 
I 'Crtuj.bltf selection of cha/l-lopping software (ovar tSOQ (olal iRHP) I Son^^ u incit-Ju^ 



OcuWo Dr.^yTiri 
Sup*r kgngoffi 
Space Ha ma r 
Ovfldanogr 



aar^idar 
Super ^ue^ 
□irrinaiaf 
Freda lor 



Qui Ru n 
BorrtxizaJ 
Xenon 
Gauntlet II 
Bfe* Lamp 
Stanay 



SlarjMise 
-if-y. Music 
Flrsl B is*:- 
CYgarasw 



s £349.00 

On/y Inc VAT & delivery 



520 STFM SUPER PACK 

Grsal value package, comprising! of a 520STPM wiflh 1 He inlemai drive, mouSfl and games 
joystick, user guide, plus 21 aictra software lilies tX4$Q iciaj Rflf*) I 



M-Brite Madness 
Beyond k* Piiaca 
rkuidercats 
Surnrnor Olympiad 
Ar\;in£iid H 
Eddirj Hwanfc &l 



T«1 Drfri 

Qjadf alien 

Xenon 

Y-^bai 

Seconds Out 
Zynepa 



Chopper X 

Stsnquake 
Genesh 
•"-=>:> Larnp 
Thfusl 

ODarasef Builrmt S^are 



£31 9.oo 

Inc VAT & delivery 



1040 STFM 

With 1 Ml? drive, 
1 Mb RAM, plus 
bu H- n TV mudulasor 



.oo 



1040 STFM 
HYPER PACK 

inc. "Hyper Paint , "Hyper Drew'. 
'Fir?! BASIC" pJu5 'Orrjani5er J lor 

£429.00 



1 040 STFM 
SUPER PACK 

Inc. 21 s^wara lilies and py$l\ck 
(as with above 5£0Si package) 

£429.00 



520 STFM EXPLORER PACK Package includes 520 STFM wi|h 
512K RAM P 1Mb Drive and built in TV modulator £269.00 



520 STFM 1MEG internal drive upgrade kit with lull IrislrueEions £7<1.95 

b r dO STFM 1 MEG memory uprade kit, requiret eoddaring 

520 SI KM 1 MEG memory upgrade lifted by , £119:00 

1040 STFM Hyper-Super Pacfc ; combines extras suppled wilri 

1040STFM Hyper Pack and 1040STFM Super Pack all For onljr £469.00 

Mega ST1 with mono rnonJlor .................. £599- W 

Mega ST2 wrth mono monitor £849-00 

Maya ST4 wtth mono monitor „ £1099-00 

SM124 high rewlutipr monpehrpme mgnitgr r £11 9.00 

SC1224 colour monilor „ ....... £279.00 

Mepaltle 30Mb hard disk ..... . £433.00 

Vortex HDplus 40Mb hard disk £519.00 

5.25" External 4D7B0 Iraek drive (36D772QK) IBM mmpatible" »■ £99.00 

Vidi-ST 16-tone vid^O frame grabber inc. digitising software £95.00 

Philips CM6S32 colour fnonitor with ST eabJe £219.00 

PtiJUps CMB&33 stereo version ol above plus A/V inputs £22^.00 

(TT 16.5 H remote Ctrl TV/Monllor. with ST cabli rrrr; £229.00 

F^ge Linnet Modem Faqk, includes, cable and Comms software -t, £179.00 

Ccnlrtver Hi- Res. Mouse including mouse mat & pocket ££2.95 

520/1040 STFVSTFM Joystick accessibility extension adapter £ 4.95 



DOUBLE TAKE! 
PYE 15" FST 

TV/MONITOR 

(MODEL 2325) 



Superb qualhy, stylish medium 
resolution FSt mtaurTWrnoni' 
Iflr 1q sui| the ST Of Amiga. 
Fealures leleleri, lull in1ra-rsd 
remote csnSiol, Eurocennect&r r 
Video/Audio input and Eis^d- 
ptigna output connectors, 40 
tuner presets, e^Lernal aerial 
ecrintfcior and loop annal. Sup- 
rjlted with cable (please slare 
computer 1|pe when ordering), 



GREAT 
VALUE I 

£269.00 

Includes VAI 
cmd computer 
connedton lead 



AMIGA ACCESSORIES 



512K HAM /CLOCK UPGRADE UNIT, ulfrihneHt design, low coal ... r79jM 

EKtemal 5-25* 40tfSO track SwrtctiabPa flpppy drive E1 1 4.95 

Onega Projects MIDI Inlertace including 30" serial connexion lead .,.."£29.95 
Vgrie* Syslem 2000' 4DMb hard disk, with interface & sdftwatfe £529.00 
ITT CF3££fi 16.5' TWMonitpr with full rem/dri & SCART cable ........ E229.M 

Philips CM6B33 stareg eoynd colour monitor, c/w Amiga cable £229. M 

Amiga GOO dust cover , ,, , w „ £ 




All pricp^|inclurJe VAT delivery o\ cable 





Hugely BurjcesaiTuI 9 pin pnn1Sf r the S^ar 
LC10 provides 4 NLQ lonts prim 
Dpmrjinationaj a1 36C0S and 144cps drafl. 
nuludys buffer and Ifi^-'parallel irder- 
lece, Iront panel operation, plus paper 
parking, allowing single sheets to be used 
without removing Iractor papfit 



12 MONTHS ON SITE MAINTENANCE 

CONTRACTS FOR AN/ STAR 
PRINTER. AVAILABLE AT TIME OF 
PURCHASE. ONLY £5,75 EXTRA. 



Only £169.00 

Colour veffllott a\wo avaklabM, 

Only £215.00 

Prices Include 2 extra 
blpck rlbtoona frse at charge. 



3tar LC24-10 multifont 24p4n printer, amazing new tow pries E23fl.DC 

Star FR-10 Spin 3fJO/76cpS witfi 31 K buffer, 16 NLQ lonts, 

EE-PROM memory 4 12 months on-site maintenance £39'd :c 

Stair FFM* wi>de curriuge version of above FR-10 £439.00 

Star LC-15 wide ca.rriage vers»on or above LC10 E329.CMI 

Olivetti DM1 0OS super 9 pm 200/ JO Cos. 1 2 months on-si|e warranty ... £129.95 

Panasonic KXP1081 reliable + sturdy Spin l£T pnnter 1 20.^24 cp« Et 69.00 

Panasonic KK^I 1BO leature-packed multilont Spin 11" El99.i>: 

Panasonic KXP1 12-4 good specification muHlfonl 24 pin 11" „ r , 

NEC PS2O0 budget 34 pin 16B/5GcpS K 

Epson LX40O (was LX&Q0} budget 10" 1 S0/2S ops r ., „, L E17B.0C 

Citizen 120D budgel Spin printer 120 ops , , 1P ^ £139.00 

Mbirmesmann Tal >■ MT-fll 130^24 cp^^^^^^^^^^, , , , , , , E149.CH 



3.5" Disks 



10 Bulk packed DS/DD 3.5" disks 

with labels, fully guaranteed £ 9. £5 

25 bulk disks as above £22 95 

10 disks as above wiiii plasllc case £11,95" 

25 disks as above, wrth *0 capacity 

lockable storage unit £29.95 

Kodak DS/DD 3,5" disks, top quality 

storage media, fully gua/anie&d. Boa of 10 ... £17.95 



How to order from 





Phone us with your 
ACCESS or VISA 
card details on : 

D 0386-765500 



All prices include VAT and delivery. Express Courier delivery £5.M eflra, 



Send cheque, Pwtal Order 
or ACCE SS/VISA card details 



Govt. 1 educ. & PLC -Orders wrlrHhmf 
SUTH da> dt&fMtch whenever pw«bll- 
All goods subject la dvailubililj, IL&O.E. 
Optn to call*rs 6 auyx, ?..^r>-s r 30 



Evesham Micros Lid 

63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
<D 0386*765500 

fa^ 0386-76535-4 



HcU±LL 
uulJeb 

HAM £[ 



1762 Fersboxe Rw± Crtlcndpc, ELirminRrkBrn BJ0 3BH Tel: 4iM 
S Alison Raid, f>n.hnd K1? TBI 111 A Td: 122 J 32J**ft 



SHORTS 



review 



MANIAC MANSION 



Lucosf ilm/ST, Amiga & PC/E24.99 




Mike: What's going on? 
The evil Dr Fred has kid- 
napped Sandy and is 
threatening to remove her 
brains? One glimpse of her 
pert pixeJations and I could think of 
better things to remove,.. (Wash your 
mouth out with Listerine, Gerrard* Ed J 
Time to round up your buddies and 
break into his maniacal mansion, the 
one with the chainsaw in the kitchen 
ci'-d a purple slime yeex on the loose. 
Yep, sounds like my kinda game! 

Hero of the hour is Dave r Sandy's 
boyfriend, You have to choose two 
chums to go in there with him and save 
the scintillating Sandy. Bui who? Ra^or, 
lead singer with Razor and the Scum- 
mettes? Or maybe Jeff the surfer dude, 
who hangs out around the beach. Let's 
hope the police don't catch him at it. 

Maniac Mansion is a Luqasfilm 
game, in the vein of Zak McKracken, 
and owes a lot to the Sierra On-Line 
style. But it s a lot better executed than 
Sierra games, with speedy sprites and 
good use of your micro's memory to 
store screens, rather than loading them 
from disk every time. 



inside the house your three charac- 
ters can spJit up. Choose the New Kid 
option from the list at the foot of the 
screen and you can switch from one to 
another. All your choices are listed for 
you and you flick around them with the 
cursor so there's no typed input at all 
(or 'at all, at air for our Irish readersfj 




"Wa'tb gat just enough time for a 
spook tango..." Oflvt doesn't seem to 
be Inking things seriously*** 

Choose from the likes of Pick Up, Open, 
Turn On F Use etc. A great inclusion is 
the What Is option which lets you move 
the pointer all over the place and tells 
you what all the objects are. Hidden 
around are various goodies... and some 
not-so-goodies, like the ketchup 
dripping from the fridge. 



Meanwhile Jeff's been dumped in a 
dungeon and brave Dave has discov- 
ered a nuclear reactor in the basement, 
and a pool of radioactive slime. Yuk. 
Assorted locked doors are scattered 
about, sortie of them yield to hidden 
keys, others need a push here and 
there. But how do you get the radio 
from the middle of the swimming pool, 
when none of the wimps will go in after 
it? Where's Jeff, the surfer king? He 
should be able to... rats, he's been 
chucked in the cellar with nowt but a 
skeleton for company. Crikey. So 
where's Razor? She's talking to Chuck 
the plant in the library, And as for Dave 
- why are you fiddling with that keypad 
which says Danger on it? You know if 
you press the wrong code the whole 
house is liable to.., KABOOOOMMMM! 

New game? Yes, please. This ain't 
half bad, slime lovers and you won't see 
such an oddball set of characters againl 

ST Score - Amiga anil PC out now 
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KNIGHT FORCE 




Titus/ST, Amiga & PC/E24.99 

Paul: One look at Knight 
Force sent me a quiverin' 
in my chain mail. {Yuk r Ed r ) 
Oh goody goody, I'm going 
to enjoy this, I thought. 
Three years on I was still trying to load 
it.., but more of that later. 

Set on Earth thousands of years ago r 
the Knight of Thunder's quest is to 
rescue the beautiful Princess Tanya, and 
save the kingdom of Selloth along the 
way. To do so r he must pursue the evil 
Red Sabbath across five different lands 
and assorted ages {shades of 
Highlander here, methinks). Tirnescales 



range from Prehistoric right up to the 
future. No sooner have you finished 
exchanging blows with a Cro-Magnon 
man (whose sense of fair play is as 
dodgy as his taste in fur coats) than you 
find yourself in Royal France, There you 
are standing outside the beautiful 
palace of Versailles being clubbed on 
the head by a Paris street urchin. The 
graphics complement the settings well 
whilst the backdrops and figures are 
also top hole. 

That's the good news - now lets start 
the hatchet job. The delay between the 
Knight leaving the side of a frame and 



Yw travel 5,000 
yaan into the 
hrffvra and who's 
tfao first person 
yau meet? 
■leemln 1 Twiggy! 




the picture catching up r leaves him with 
plenty of time to plummet over a cliff or 
roast his chestnuts in a caveman's fire. 

But that's a minor problem com- 
pared to loading the game... First put in 
a disk - the one marked '1' seems like a 
good bet doesn't it? Good, that's OK 
Now what does it say on the screen? Ah 
yes F 'Load Other Disk Then Press Space 
Bar To Continue' Easy. Ooops! I've 
fetlen into a river. Oh dear, I appear to 
be dead. A real case of Game Over. 
What's this? "Load Other Disk Then 
Press Space Bar To Continue." Ho hum, 
here we go again. 

After repeating this routine a few 
times, this reviewer was fast doing his 
nut Then f completed a level. At least I 
seemed to have done, everything was 
dead but I wasn't getting anywhere fast 
Let's go back the way we came. What* s 
this? 'Load Other../ 1 think you can 
guess the rest. So I loaded another disk. 
Did I get to another level did I get lots 
of bonus points for being a hero, and a 
pretty good looking one at that? No I 
didn't. What I got was a Game Over 
followed by a you know what. 

As you may have guessed, I got 
pretty frustrated by this little number. It 
sounded such a good game - perhaps it 
was r but rrn afraid I never got a chance 
to find out. Nice looking game, shame 
about th$ hassle. 

K Seen - ST and Amiga out now 
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DARE 



G O 




TRUE STEREOSCOPIC 



YOU WON'T BELfEVE YOUR EYES! 



M 



Strap on your exclusive GrenoVisiorT" 
goggle (inducted) and get set far the 
most spectacular visual effect you'll ever 
S£€ Gn 3 computer screen'! Beyond The 
Black Hoie, the world's premier full-eol- 
our-Trua Slereoscopic3-D computer 
game, Hold on lor l he wildest ride you \& 
ever had 



Arid if you ever want 10 get back. you 'II 
have to deal wilhthebiiiare erea lures of 
The BLACK HOLE: Skulls that spin, 
chatter and taunt* Cheshire Cats thai 
pop up then disappear. Lips Ihat em ice 
and kill with a smile. Magnate that exert 
an eerie pull, Eyeballs that follow your 
every move and dozens- more. 




N D S C A P E 



For further information on Mindscope Products and your loca( dealer contact 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN6 4DW. Tel. (044 486) 545/547 




review 




f s here - the Amiga version of Ocean's stunner has emerged 
From the Batcave! Sean Kelly threw on his bate ape and cut 
through the bat-hype with his batarang to bring you the 
Batman review all you Amigans have been waiting for*** 




Ph W6uld pou lika la swing an a batrapa, 
moonbeams o round In n far. fEh? EdJ 



carry 



R 



ight, no faffing about with a 
really predictable 'Holy 
something or other r start - let's 
just launch straight into the gullet of 
Ocean's latest little number, squidge 
about in the giblets a bit r and pass a 
verdict as we emerge, refreshed r at the 
other end. (Not sure f tike the sound of 
Shis one. Ed.) 

The first section is set in the Axis 
Chemical Plant and to secure victory 
the ol J guano maker must use the 
batrope to work his way up and down 
the I eve I s of the factory. Along the way 
Jack Napier's henchmen must he 
disposed of - the most effective method 
being the batarang in the beNy, (Heuch!) 
Victory in the final confrontation on this 
level will result in Jack being dumped in 



WHAT'S WHAT 


TITLE 


Batman The Movie 




Ocean Software 


PRICE 


£24.99 


FORMAT 


Amiga (ST to follow) 


RELEASED 


Out Now! 



a mixture of 01' Dogturd's Original Pale 
Alri, Sellafield sludge and mineral water 
- an experience which will result in his 
becoming The Joker. (Wooooooh!) 

In the next section Batman jumps in 
his trusty batmobile and makes good 
his escape from The Joker through the 
streets of Gotham, avoiding both police 
roadblocks and the smiling one's 
minions Outran style. Corners are 
negotiated by a timely chuck of the 
grapnel hook to twang 
round using lamp posts. 
The middle section will 
find you back in the 
batcave attempting to 
isolate three substances 
which have been 
impregnated with The 
Joker's lethal srnilex 
chemical. Yikesf 

For the penultimate 
section it's back to the 
mean streets of Gotham 
, City, this time flying in the 
Batwing. Balloons have 
been filled with srnilex 
gas (boo!) by The Joker 
ih iss ! ) and you must fly 
the Batwing through the 
mooring ropes of the balloons, causing 
them to float harmlessly away (hurrah!). 

And finally Cyril.-, and finally Esther, 
it r s the big showdown with The Joker, 
set against the backdrop of the Gotham 
City Cathedral. Similar to the first 
section, this time crumbling floors and 
vigious rats must be avoided before an 
even more final confrontation with The 
Joker on the roof of the 
cathredral. So that's that. 
Did Ocean belt out a pile 
of guano r or did the wily 
ol' dogs have an nye on 
the licence for Batman tf 
and hence produce a 
decent game? 

Batman is, fortunately, 
an excellent game. Thefirst 
and fifth sections are ex- 
cellent examples of how to 
produce a brilliant arcade 
adventure, whilst the driv- 
ing and flying sequences 
are almost games in their 
own right. Where most 
games attempting to pack 
in Several sections tend To leave out 
payability in order to squeeze all the 
code in r Batman doesn't, and manages 




A batarang up tKe 
bat Sends Jack 
Napier heading far 
an early bath*** 



SPLAAASH!!! 
tome an In - the 
OK Dagturd'i 
I ova-a -!««!! 



to be both fantastically addictive and 
slickly programmed. 

Each section is colourfully designed 
and it's obvious that someone has taken 
a lot of pride in getting the details just 
right. All the figures are well animated- 
warching our hr: r n chuck out the 
batrope and climb it, 



HASSLE FACTOR: 1 
A chunk of 
pointless picture 
loading happens 
each time n game 
ends* Annoying. 



is still visually satis- 
fying several hours 
into playing the 
game. Similarly the 
gloomy, brooding 
streets of Gotham 
City are well portra- 
yed in the driving and 
flying sequences. 
Sound comes court- 
esy of a neat little tune and the usual 
thuddy noises and sampled gunshots. 

There's a bit of time wasted in 
pointless disk accessing, but this 
doesn't affect the payability of the 
actual game, though, and this is where 
Batman is outstanding. A well thought 
out adaptation of the movie, and 
brilliantly programmed to boot. Every 
batfan should have a copy. Actually, 
every body with an Amiga should have 
one. Go and invest in a copy this instant 
or the jokers on you. 





What Mrtd af idiat wauld stick a building naxt ta 
landing itrtp? That'* what I want la know* 
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SCAPEGHOST 

Level 9/ST, Amiga & PC /£ 19.95 

Mike: In most games you detective standing round your grave 




end up dead but in 
Scapeghosi you start off 
that way, actually standing 
next to ynur own grave, 
watching your own funeral. Yikes!... it's 
enough to give you the creeps. Level 9's 
latest is also the last in the line of their 
traditional text 'n' piccies style games, 

You play the part of Alan Chance {the 
late Alan Chance}. In fact - and I'll get 
this one over with you're a ghost of a 
c fiance! The wreath on your grave says; 
"For Alan Chance, a much loved man 
and long-serving police officer, mur- 
dered in the line of duty. His family and 
friends shall miss him dearly/' Um r 
that's nice to know. But cock your 
ghostly lug-hole in the direction of the 




Tati Ire b blinking tftffy. 



and you'll find that some of your so- 
called 'friends' are very glad you've 
popped your clogs. 

The fact that no one knows you're 
eavesdropping is the advantage of 
being a y host, along with the fact that 
you can get in to see Cambridge United 
for free! (Who? Ed.) The bad news 
though, is that you can't pick anything 
up - everything just slips through your 
fingers. But if you're particularly light- 
fingered, you might get the hang of it. 

It's a great idea for a game and no 
gravestone is left unturned in the search 
for a merry jest... a tomb with a view, 
spirit levels - they're all thf?rr?i I like the 
one about the ghost in the next grave to 
you. He's called Joe Danby and used to 
be the landlord of the Pig and Whistle, 
but can't go back to haunt it 'cos they 
don't servr? spirits. Laugh? I nearly died! 
Joe takes you on a tour of the cemetery 
where you must meet the other 
inhabitants - a cheery lot of ghosts and 
ghouls. The first part mainly has you 
helping out these creatures as you 
struggle to dear your name and the 
mystery surrounding your own death. 

The puzzles are all nicely done, 




"If I'd known | ww tariffs I a I'd 
never have put on this stupid French 
detractive di*gvi»J n 

though with some of them there's a 
feeling that youVe been there before 
\he means deja vu, Ed) in earlier games 
like Knight Ore and Gnome Ranger. It 
could all have done with a lot more 
play-testing too. 

Part two gets you out of the grave- 
yard into a gloomy house whilst part 
three begins with a priest about to 
sprinkle your grave with holy water. Tire 
graphics are great, though so far I've 
only seen the ST version. The others 
will have to wait "cos the editor's 
screaming at me for this review. At Irca^ 
I think it was the editor,, , hang on while 
I look rounds AaarrrghH 

What a shame Level 9 are bowing 
out of text 'n' piccies style adventures 
with this good, but not brilliant game. 

ST Score - PC ortd Amiga out now 
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DAY OF THE PHARAOH 



Rainbow Arts/ST, Amiga & F€/£24.99 




Sunt Now forgive me if 
I'm wrong r but the scenario 
for Pharaoh is probably the 
first to ever borrow a story 
from The Bible. Try and 
guess where this story was blagged from 
- Seth, King of the Desert and God of 
Evil, is planning a coup d'etat, and so 
when the Pharaoh pops his papyrus, he 
decides to tdp all the possible ascen- 
dants to the throne by drowning them. 
Fortunately, a good God decides to save 
one sprog from drowning r and takes him 
to the Egyptians who dwell on the bank 
of the Nile, where the young prince is 
brought up as a peasant... well here's a 
clue - it's not the story of Noah, 

Anyway, the sprog who has been 
saved, by some amazing coincidence, is 
you. You are granted a bit of cash and a 
boat, and given the task of rising through 
the social ranks until you've proved 
yourself worthy of the Pharaoh's throne r 
You do this by travelling up and down 
the Nile, trading at tbe various towns on 
the riverbank, and by using your cash to 
build monuments to various gods and, of 
course, yourself. I'm aware that it takes 
all kinds to make a world, but I must 
admit that at the moment, I'm having 
trouble thinking of anyone who might 
enjoy this arcade strategy trading game 
more than any other. It r s simplistic, 



rudi men t^i ry and 
boring, to say the 
least. Indeed, as any 
Egyptian trader will 
tell you r a life based 
solely on trading is 
fairly boring, and 
he'd pack in his job 
and become a pyra- 
mid designer If it 
weren't for the ar- 
cade sections, Ah, 
yes. What's the point 
inbringing outatrad- 
ing game if it isn't 




Raw, row, row your boat, gantry dvwn th» stream, rtiftrrlfy, 
merrily, marrlly, merrily, If I craih again I'll scream. 



spiced up with pretty graphics and hasn't 
the odd arcade section thrown in? 
Unfortunately, that's what they are. Odd 
and thrown in. 

There are three major arcade - and I 
use the word very loosely - sections in 
Pharaoh. One is a daft affair where you 
attempt to stop people boarding your 
ship by giving them a quick slap across 
the head with a paddle. Another involves 
throwing arrows at attacking (stationary) 
enemies while you poolle along on your 
chariot. There's also a section in which 
you guide your ship through rocky waters 
by moving the joystick left and right. All 
are lacking totally when it comes to 
gameplay and fun, and a simple joystick 
error can end two hours worth of empire 



building on two of these sections. 
'Frustrated' does not accurately describe 
the seething mass I turned into, when- 
ever this happened. 

In addition to boring gameplay on all 
fronts, Dsy of the Pharaoh win$ my vote 
for this year's prize as the most un- 
friendly disk juggler. Sometimes you 
even have to swap disks to learn youVe 
been killed. It's a pity that what could 
have been a fine game has been ruineu 
by sloppy design and a lack of thought 

Amiga score - ST and PC out now 
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Following Tracksuit Managers Nexl Success comes 

BOXING MANAGER 

Real Fighting - Real Tactics - Real Management 

EnrJoi Round 7 your bo^ftr relurns to I he corner. The cuts worsening and there's 
aswc-Hmfi Ueneatri 1 he- eye You ha^e thirty seconds, To paTen hinn up What aboul 
YOur fight ladies ? Is h^ in front 7 Only the three fig hi judges know for sure.. 
Should v&u give him further i-i?ilrnr:Cio-i>". ? imi lale the h-ell sounds 

YES ANOTHER SMASH HIT COMING 

AH lights use an artificial intelligence with iodepth commentary as 100 
b-uaer^ sUuyg @ to become Heavyweight champion of the world. 

THIS GAME HAS... 

100 Boxers 20 light MariEJsiers a I with individual ubihn.is. and clings, 2 
sgemiIe * Ditf ar onl yuvsrniny uodius* Pllysio •Trainer* Area national snol world 
ranking displayed » Sucre! u^y » FiMa* * LeClury anO (elftpho^O calls * It's all 
here with mora. 

PLUS... 

■ Mdw around your ofincc * U&u your telephone # Answer mail * Sign 
agreements with boxers, promoters, yOwOrning bodifrS 4 Sel up deals * Visil 
phys*o or pop into the Irainmy camp • Manage up to FJve bo.H«rs at once 

ALSO... 

Decide upon light tactics according to the strength and weaknesses of youir 
boxers, what are their weaknesses ? sorry - you'll have to find out. Work as a 
Second during rounds. Use sponge,, Plat iron, lowel, water etc Opponenis use 
indulgence iu decide upon their next round plans so beware. 



BEWARE... 



II you're looking for something easy or a joyslick waggling punch up - look 
Bfcewhefe 1his is Ihe Fight game with reality. 

GOLIATH vpedolitet in ADVANCED - INVOLVED 
- O R I G I N AL SOFT WAft E PQN'TFQRGET IT 

AVAILABLE ON... 
CBM 64 - 9^95/12.95 DISC 
SPECTRUM -9*95 
AIWSTHAD 9.95/1Z.95 DISC 
AMIGA - ATARI ST- 19.95 

IBM -19.95 including VAT .Pluw post &packPi>ku mt&mSmmmpi 

PLEASE SEN D CHEGUES/P Q TO: 



1 SCIENCE PARK, ABERYSTWYTH, DYFED SY23 3AH 





1 UPPER PARK STREET, HOLYHEAD 
GWYNEDD LL65 1 HA 

IMMEDIATE DELIVERY OF STOCK ITEMS BV FIRST CLASS POST 
24 HRHOTUil 0407 50609 HEW TITLES SENT DAY OF RELEASE 



AMIGA 

ACT dig ' FiGHTEin! ... ... ... ... ... ... ... ... ... 

ARCHIPtLA&OS . .16.90 

ASTAHOTN ..,.14.90 

RALA NCE. OF POWER 1 Qflfl. 14.90 

BATMAN 19-90 

BATMAN THE MOVIE 19-90 

BATTLE HAWKS 1942 19 90 

6CAC-H VOtUEf 7 ....lS.9fi 

6*0 CHALLENGE 19.90 

BLACK GAUI DHON . 19.90 

BLADE WARRIOR 11.90 

BLAST FRO IDS 19.90 

BLOTPWYtH 1 i .90 

Rj DOD MUMET 111 .90 

BUFFALO BILL' j RODEO , 1 9 .90 

CJA9AI 19 90 

CALIFORNIA IjAHES 13.90 

CARRIER COMMAND t9.ee 

CASTLE WARRIOR.... 16.90 

CHARIOTS OF WRATH ... .11.90 

CHICAGO 9C 13.90 

C0L05SU$ £HES£ 10 .19.90 

CONFLICT IN EUROPE 19.90 

CONTINF.^T AL CrtCuS.. 1 3,90 

C05M H - : FIFA r £S 1 9 .90 

CRAZY CARS 2 19,90 

DAIL Y LKiJHL L H0RS£ R*C . . ...... 13 90 

□AHK FUSION. 13 90 

DAY Of IHE VIPER .....19 90 

UEJA YLl 2 HJt 

DEMON S TOMB. 13 90 

uOMlNATOR «... 13-90 

OOuBLE. WAGON ...........13,90 

0PAG0N NINJA .19.90 

DRAGON SKIHlT .11.90 

DUNPCituN master 19 90 

DYNAMITE miX.... 19 90 

ELITE 19 90 

EMFtflOR OF THE M*JE3, 19 90 

EYE OF BORUS 19 90 

El 6 COMBAT PILOT , 1* 90 

ME FALCON 19.90 

HE FALCON MI&5I0N D43K 19.90 

FERRARI FORMAL A 1 14-90 

FIENDISH FREDDY'S BIG TOP l9.fi* 

FOfl&DTTfW WORLDS. 19.90 

Ih FK F R S HOT SHOT ■ 1 

GAMFS SI.MMfrH EDlTlOti 13.90 

CFMINI WING.... 13.90 

GRmmoii 16.90 

GUNSHlP 16,90 

H.A.T.E ...19.90 

HAWK EYE 13.90 

HIGHWAY PATROL...... ... ... ... ... ...... . 14-90 

HIGH STEEL 13.9ft 

HONDA RVF 19-90 

HI. "MAN KM I INC MACHINE 13.90 

WDY LAST CH /ACTION GAME 13.90 

INFESTATION 14.90 

WtOH TRACK FR 13.90 

JAWS........ 13.90 

K. DALGLISH spr:. MANAGER 13.90 

KICK Of^„ amtmr , m „„ - - 13.90 

KNKjHTFOHCE 16.90 

KRYSTAL ....19.90 

AUiT 16.90 

LASLH SQUAD..... 13.90 

LAST NINJA 2 16.90 

LED STORM .13.90 

LEISURE SUNT LAflflY 2 .19 90 

LICENCE TO KILL - 13-90 

LM3#frFOHCE....-..,..-r.— - 16.90 

LORDS GF THf RISING SUN.. 1&.90 
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MlCPOPPOSE SOCCER 16.90 

MILLENNIUM 2.2 19.90 

MR HELI .. 19.90 

NAVY MOVES 19 90 

NEVER MIND-. .19 90 

NEW ZEALAND 5T0HY ,,„,„,, r ,14 9Q 

NORTH AND SOUTH, r 14-90 

OIL IMF»EHIUMI r..r.. r ,.lfi.90 

OOZE 19.90 

OPEHATlON WOLF 19.90 

P. GASCQlGNE SOCCER 1 9 .90 

PaCMANIA..... 13.90 

P*PERB0Y 13.90 

PASSING SHOT.. 13.90 

PHOBIA 13 90 

W I P A TES . . .. * . i-ji 1 j ~~ 

POPULOUS.. 1B.90 

PDFOJLOUS NEW WORLDS. 6.90 

PDWE RDKDME .... 1 E.90 

**HEC lDu£ MEIAL 1 6.90 

iflEDATCfl 1B.90 

PREMIER COLLECTED*! 1 9.90 

OUARTZ. 14.90 

R TYPE 19 90 

flAC RALLY 19.90 

RAINBOW WARRIOR .19.90 

RED HEAT 14.90 



REO LIGHTNING 

RENEGADE 3 

RIC* DANGEROUS 

R0B0COP... 

RUNNING MAN 
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RUH THE GAUNTLET Ifl.90 

S-O-i 16-96 

SHINOOl 13.90 

SHOOT 'EM UP CONS KIT 19.90 

SHUFFLERACK CAFE ...19.90 

SLIPHEEO , 19,94 

SKWEEK 1UD 

SLEEPING GODS LIE 19-90 

SPACE HARRIER 1'J IE 90 

5TARGLI0ER J - - 1 (-90 

5TAREH.AZE .. .. 1J.90 

STAR WAR$ TRILOGY 19.90 
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STUNT CAR 19.90 

SUPER LEAGUE SOCCER 14.90 

SUPER OU*ITET .......14.90 

5W0RCS OF TWILIGHT , ,16.90 

TANK ATTACK 

TAHGHAN 

SILFIHEED 19.90 

r HHE fc D POOL... 16.90 

iHUNQEAHIflK 14.90 

THUNOERfiLADE 16.90 

TIME 19.96 

TIMES OF LORE... 16.90 

im ti*il 13.90 

Tfii*D 2 16.90 

TRTV. PUASLPIT/T.P.MEWREG 13.90 

VIGILANTE 10.40 

VOYAGER 16.90 

WAR IN MIDDLE EARTH 13.90 

WAYM GRETZKY H0CK.EY 19.90 

WEC LE MANS 16-90 

WflHO 0RFAH5 .. . .14-90 

WICKED lft-90 
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XEWOPHUBFj 16.90 
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2AK McKRaCkEN 16.90 
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■EOA 

AFTERRUHNER.. , 21.9ft 

ALE* KIDD *05T STARSl .. 21.9ft 

ALCN 5YNDHOM E 21.9ft 

ALTERED BEAST .11. » 

AZTEC AOVENTUHE ........ .20 SO 

BLACK BELT ...» ..20-50 

BLADE EAGLE 3D.. .. 21.90 

CALIFORNIA GAMES- ..24.M 

C A ^"AIN K.ll VER„„, ....21 .9* 

CASINO GAMES 21.91 

CYBORG HUNTER ..20.*i0 

DOUBLE DRAGON 21.91 

LNDL'RO RACER 30.60 

FANTASY ZONE 2 21.95 

GANGSTCR TOWN 17.96 

GLOBAL DEFENCE ...20 50 

L'kHLAT BASEBALL. ..20.50 

L'i-HLA T BASKETBALL 20.50 

GREAT FOOTBALL .20.50 

GREAT GOLF. SD.IO 

GREAT VOLLEYBALL..... -. ... -20.50 

HUM FU KK. .-20-50 

LORD OF THE SWORD ,.,,11* 

MAZE HUNTFR 3D 31-9E 

MISSli F GFFFNCF 3D 21 .9E 
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MONOPOLY 2fi 50 
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OUTRUN 21.9B 

FENCiLIN LAND 29.BO 

POWER STRkE 20.BO 

PRO WRESTLING 17.9ft 
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RTYPE 29.50 

RAMBO 3- - - — - 21.9B 

RESCUE MISSION..,.. 20 EO 

ROCKY 21.9ft 

SECRET COMMAND 20 40 

SHANGHAI 20 60 
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SHOOTING GALLERY 20.40 
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WANTED , ■ .r. ,r ■ .,■ ■„ ■,. r„ 21 -9E 

WORI D GRAND PHIK ^4-50 
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The Bearded 
Wonder of 
Adventure- 
land is back! 
Yes, Mike 
Gerrard 
spills the 
beans from the depths 
of hippy Huntingdon 
on what he's been up 
to (adventure-wise of 
course!) during the 
Inst month. 




This, fellow advenhirera, was hlilary 
1m Hib making - Infocem'* flr*t ever 
game to have graphta... even H It 
wei |ett the loading u»m! 



WhiJe I was checking out the 
Infocom info this month and 
feeling despondent ('cos due 
to wretched company take-overs the 
regufar flow Df adventures that 1 love - 
the truly Interactive Fiction type - may 
cease}, I perked up considerably when I 
realised that there are still dozens of 
Info com games that l J ve never really 
even got my teeth into, Yay, I thought 
let's get one of those golden oldies out 
and give it another bash. 

Beyond Zork was actually released 
yonks ago and when it first appeared I 
was so rushed off my fett {That's a 
feeble excuse. Ed.) that I didn't get 
much time to play it So r the other day I 
decided to "Stuff work" and get the 
game out again. 

First thoughts? A reminder that this 
was the first I nfocom game to have any 
type of graphics at all, even if it was just 
the loading screen. Little did we know 
what that would lead to! 

Wink, wink, nod, nod*.. 

Next thought came as I read the 
introductory screen's text. (Newcomers 
note that 'text' means loadsa words on 
the screen). Anyway, I read The intra, 
which had superb I mf acorn-type lines 
like The coconut i$ our only hope' and 
The shrill voice of a newt rose above 
the cheering/ Blimey?', I thought, 
completely enraptured, There's a whole 
game 'ere! r Even typing T for Inventory 
produced: 'You have one Zorkmid r . A 
financial nymph appears on your 
keyboard: 'By the way, you can check 
the amount of cash you're holding at 
any time with the Cash command or 
just type J $ r followed by RETURN. Bye!' 
And she disappeared with a wink. 

Right, I thought, how can you 
possibly get all that on an icon? And 
how can an icon compete with the 

simple remarks that 
happen to tickle my 
fancy, like entering 
a room and 
discovering that 
There's a giant 
onion here'? On 
examining the 
onion you learn 
that This onion is 
twice the diameter 
of the Frobozz 
Magic Beachball 
Company beach- 
ballJ' I don't know 
about you but I 
revel in all that kind 
of stuff. Even being bitten on the ankle 
by a rat-ant as you go down into the 
cellar. If you try to attack the rat-ant with 
your shillelagh, each response from the 
program is slightly different, though 
somehow you always just manage to 
miss the creature! 

And lo and behold then it happened. 



I went north from the cellar in Ve Rusty 
Lantern public house, and forgot to light 
the rusty lantern before I moved. The 
result? Why naturally I was in imminent 
danger of being eaten by a grue! Ecck" 
Luckily, I survived that time, but it did 
make me wonder wh ether graphics basK 
games will mean that someone, 
somewhere is going to make the fatal 
mistake of trying to depict a grue Even 
The Lore And Legends OfQuendar 
booklet that comes with Beyond Zork 
doesn't make that mistake. On the very 
first page, beneath the drawing depicting 
a few human remains, we re; ad that 'No 
grue has ever been seen by the fight of 
day: few have survived its fearsome jaws 
to tell the tale/ 

Phew j Phew, Barney McGrve 

And long may that be the case. A 
graphical grue? No way, Jose. There are 
some things, I'm sure you'll agree, that 
only words can do - and thank cjuudness 
for the I nfocom back catalogue. Mow 
what should I do with the fishcake? 

As the ZERO editor is so strict (Ooooh 
I like it really j) and insists that writers 
write their writings \Cut the alliteration. 
Ed,} about three years before deadline, 
rm forced upon pain of death to write this 
second issue before the first one"s even 
out? So the flood of letters that 11 no ctoufc 
swamp this page in the future. „ well, they 
er r haven't arrived yet. This can only 
mean one thing - Til have to write it 
myself? Drat and triple drat! 

So this month I'm gonna give all you 
adroit adventurers an I nfocom exclusive, 
revealing its case history, latest news and 
titbits 

litfacont.M Infogo... 

The adventure world was once a reliable 
place, You could r for instance, rely on 
I nfocom to release about four sparkling 
games a year like Bureaucracy, Trinity, 
Leather Goddesses, Lurking Horror, 
Station fell and so on, „ At least a dozen 
ace games were released from '8G- P 88, 
and that's not counting the brilliant ear' er 
classics like Zork, Deadline, Hitchhiker s.. 
Planet fa ft and Suspended. 

Bu[ then things started to change. 
Quality seemed to suffer a tad. Some 
thought PlMndered Hearts was scraping 
the bottom of the barrel, that Border Zon$ 
was teetering on the average, and others 
simply couldn't fathom Nord And B$rt 
Couldn't Make Hrynd Nor Tail Of ft 

There was also doubt about which 
machines were being supported, Am strati 
owners found that Lurking Horror and 
Staiionfalt were the last two games to be 
made available for their machine, and 
then Atari ST users had the screaming ab 
dabs when Sherlock Holmes And The 
Crown Jewels failed to appear in their 
format It was withdrawn soon after on 
the ST and though some have been 
promised, will they actually appear? 
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In the midst of all this, the company was 
taken over by Med iagenic/Acti vision 
due to financial difficulties. I reckon that 
if you're producing award-winning 
games selling by the hundred thousand, 
\Hitthiker% Zork and Le&th&r 
Goddesses Of Phobos certainly did for 
one) and not making any dosh r then 
there's been a cock-up by management. 
In 1987 and 1938 ne r e was also the 
rather weird idea of the Infocomics 
series of... well, what were they? 
Gc'Ties? Curries? Every Infocom fan I 
knew sussed they were doomed to 
failure as soon as they heard about 
them, A pity Infocom didn't realise it 
too. So they died a death. 

Did Infocom lose its way in about 
1987, when releases like Plundered 
Hearts and Nard And Bert showed they 
were looking round for diffe rented pas? 
Adventure players likr: mn would have 
been quite happy to carry on playing 
new Infocom games till the cows came 
home but it seems that they had to turn 
their hand to something new - quick. 

Leather Goddesses of Phobos 

Amunysl all the wrangling^ and 
uncertainties, late in 1988 the Infocom 
President and long standing member of 
the team, Joel Berez r resigned. 
Fallowed by the closure of the Infocom 
offices in Cambridge, Massachusetts. To 
find out the latest hot gossip, I spoke to 
Activision in England, though even 
they're not always 100 per rcent tuned 
into what's happening in America. 

They were kind enough to disclose 
that management had moved into 
Mediagenic offices, and are hoping r that 
the programmers who were left behind 
will continue to produce the same sort 
l:" super stuff for Infocom. 

Infoeom's main problem was 
probably over-staffing but let's keep our 
fingers crossed that they get themselves 
sorted soon. Do not d-espair 'cos there's 
a glimmer of hope regarding rumours 
that some renowned Infocom names 
are actually- setting up their own 
company! On the other hand r this was 
actually one of the rumours that 
Activision refused to confirm or deny. 
Maybe we'N see an adventure company 
centred around the likes of Dave Lebling 
and Steve Meretsky. Between the two of 
them they've produced Lurking Horror, 
PhmetfalK Sorcerer, A Mind Forever 
Voyaging, Leaf her Goddesses Of 
Phobos, Hitch iker's Guide to the G ataxy, 
Shogurt, Zork, Enchanter, 
Suspect. Speifbreaker 
and Station fait. I for one 
would [ike to see more 
Inter-act i ve Fiction from 
the guys who did all 
those graphics- 
dominated, rather than 
icon -based, RPG-type 
games. What about you? 





MY PLAY LIST 



This is where I keep my side of the bargain and let you know 
all about my adventu r&s — the ones I've been grappling with 

over the last month! 

DOMES OF SHA 

River Software has been running successfully for a few years now, with a 
stream of 8 -bit releases and a flow of good reviews. Yes, you can really 
bank on a River Software adventure but can rfiey bridge the gap between 
3 -bit and 16-bit? And can I think of any more river-type puns? (Hopefully 
nor, Ea% 111 just get on and look at their current (whoops!) release. 

If you've had an 8-brt machine you're probably already familiar with 
some of River's releases like Mutant Hammer Of Grim mafd and The Domes 
Of Sha, Well blow me down with Hurricaine Hilda if those very same three 
titles haven't been converted to the ST by author Jack Lockerby using 
Incentive's STAC and published on one disk at under a tenner. It gets full 
marks for value from me! They're all text-only so there's no attempt to use 
STAC and the ST's extra memory to jazz them up with some pictures. No 
fancy packaging either, unless you rate a jiffy bag. As there's no room to 
review all three, I thought I'd look in detail at the most recent, Domes Of 
Sho which I liked in its Spectrum incarnation, giving it BO in the mega- 
wonderful Tour Sinclair adventure pages* 

orries is set on the planet of 
Olaxas which is where the Sha 
tribe Hue in their own little valley. 
All around them the planet is dying, but 
can they quit their valley to go in search 
of better prospects? Can they heckers. 
The Cold Fear stops theim. Till now, of 
course. Enter one brave (i.e. too dumb 
to know better} adventurer. You find an 
ancient scroll early on, and although it's 
written in a long forgotten language, the 
programmer kindly provides a 
translation. The gist of this is to get in 
there and lead the people out of the 
valley, But first you have to find the 
village elder. [Whet's wrong with a 
Sycamore? Ed). No r not that kind of 
elder but the oldest and wisest chap in 
town. He's certainly got his head 
screwed on, 'cos he's staying put and 
letting you sort out the problems! 

The problems are good. Right from 
the start they've got you puzzling, and 
the si;e of tha game (each one's nigh-on 
90K) means there's plenty of them, Like 
how to get the Sunowl r s egg down from 
the tree when mummy bird attacks you 
if you take it? How to get the black 
object resting on thin ice on Lake Sha? 
Beneath the valley there's a large 
underground cave network, a btt like 
Colossal Caves. There's a beam in there 
which comes in very handy, so don't 
break ir sn far I've used it in three 
different problems and I've a feeling I 
might bf> needing it again. If you get 
stuck you can always type HELP - That 
gives you the phone number and 
address of River Software! 

So far so good. The bad news is that 
this has been a pretty hasty conversion 
job: missing comas, typing mistakes 
{e.g. southest for south-east), the 
Sunowl suddenly becomes Sun Owl, 
that kind of thing. Nothing drastic but 
still sloppy. There's also a little bug. If 
you enter a multiple movement 
command (like SOUTH, WEST, NORTH) 
in one input then the status line at the 




top and the screen description 
underneath disagree with each other 
Typing LOOK gets them to agree. 

Despite the increase in size, I don't 
think these games convert well to the 
ST (only available on ST at the moment* 
- why buy a 16-bit machine to play 8-bit 
adventures on? And that's what it felt 
like. If you've played them on the 
Spectrum or Commodore you won't 
want to play them again, and if you're 
used to 16-bit adventures you may be 
disappointed by the simple presentation 
and little mistakes, But they do only cost 
about three quid each, so recom- 
mended for the paupers among us! 



WHAT'S WHAT 


TITU 


Pomef of Sho/Mutant/ 
Hammer of Grimmold 




River Software 


ADORES! 


44 Hyde Place, 
Aylestiam, Kent* 


PHICI 


] £9.95 


FORMA! 


] ST only 
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Ad venture Health Warning; 

Reading the following may 
seriously damage your adventure fun - 
unless you're completely crap anyway. 



THE PAWN 

Getting Started: 

Go east, say "Hello" to 
Kronos, I seen to what he 
says and then say to him 
"What is the wristband?" 
What To Do In The 
Palace Gardens: 
Look in the fountains 
and under the mat. Examine the bushes, 
Use the msral key fron your jeans to get 
into the shed, and look under and on 
rhe workbench, 

How To Stop The Guru Laughing At 
You: 

Hide the wristband with your shirt, 
How To Get Past The Boulder: 

Use your shirt to tie the hoe and rake 
(from the shed) together and lever the 
boulder. 

How To Ger The Guru What He 
Wants* 

Melt the snow to produce the wajRr. 
To Lift The Floorboards: 

Close the door behind you. 

JINXTER 

What To Do With The 
Plastic Dragon: 

You can play with it in 
the bath but otherwise 
it's useless. 
Early Red Herrings; 
Your mailboXr the book 
on the bathroom floor, 
the dragon. 
What To Do When The Phone Rings 
In Your House: 

Answer it. you fool! It's on the desk in 
the library. 

What To Do When The Postman 
Calls At Xam s House: 

Read the note he leaves in the mailbox 

and then dial the number using the 

phone in XanYs house. 

How To Get Past The Bulk 

Get the table cloth from the 

conservatory table, wave it at the hull, 

then throw it at the bull. 

What To Do With The Spectacles 

From The Magpie: 

Wear them to see in the dark. 




Well here's the page where I [alias Inspector Clues -eau) will be giving 
you what you want - no, not that or free fivers but loads of hints 
and tips on all the best 16-bit games. Maybe even a full solution 
now and then. There'll be hints from my archives, or if you f ve got solutions 
or tips you think might interest other readers, send 'em in. 

Now it's hard to know the best way to go about handing out hints - do 
you give the full answer? Do you write it backwards or upside down? Do 
you put the answers in code or give a hint that's so subtle every clothead in 
the land will write; in and say "Er, I didn't understand that,,, what does 
'subtle' mean?" I've decided to say "To hell with it" and just print the 
answers to the problems straight. So if you don't want to know the 
answers, it's quite simple, just don 't read the questions. And if you think 
the system needs changing, write and let me know, I'm one writer who 
actually listens to his readers. 

To launch the page an its way, here's a Special devoted to the 
adventures of one company who've done a lot for the 16- bit scene, 
Magnetic Scrolls, Just in case you hate me giving the answers away like 
this, I've concentrated on the early stages of each game. 




CORRUPTION 

Getting Started! 

Take the share certificate 
and amended ledger 
from the cabinet in your 
office r and put thenn in 
your office for safekeep- 
ing. Then go into the 
corridor and listen at the 
wooden door. 
What To Do In The Toilet: 
Apart From the obvious response^ you 
should look in the cistern but don't take 
what you find- 
How To Get Into David's Office: 
If you wait until about 1Gam r then 
Theresa will go tor a break. 
Phone Calls Worth Listening In On; 
One at about 11.25 and another about 
12,10. Pick up the phone a minute or so 
beforehand and just wait till the 
conversations begin. Take the first one 
in your office, the second in Theresa's. 
How To Avoid Winding Up In The 
Hospital: 

You can't - you need to go there, then 
escape. 

THE GUILD OF THIEVES 

Getting Started: 

Jump west to get on the 
jetty, then help the old 
man (which gets you 
into the castle). 
In The Drawing Room: 
Examine the settee, get 
the cushion and then 
open the cushion. 
Which Rot To Bet On: 
The grey one. 

What To Do In The Junk Room; 

Move the junk. 

How To Get Into The Windmill: 

Shout and ask the miNer to "Please stop 
the vanes/ 

Hot To Get The Miller's Loot: 

Buy it with the cheque from the rat race 
but be sure to put the lute in your swag 
bag and close the bag before you leave. 
How To Open The Safe On The Wall 
Of The Gallery: 
You can't. 





FISH! 

How To Moke Coffee 
For The Producer: 

You can't so tell Rod to 
do it.. Works every time. 
How To Play The 
Various Cassettes: 

First watch out for the 
P bug which means that if 
you put the tapes in the player first, you 
can't actually get them out again and 
also can't complete this section. Sd 
PLAY CLEANER IN PLAYER first to clean 
the heads, then SET FADER TO 3 so you 
can hear ihe playback. Then play the 
ferric cassette, the chrome cassette and 
the metal cassette, in that order. 
To Avoid The Exploding Parrot: 
Open its cage and then go to another 
location. It'll fly out after you've left and 
explode somewhere in the jungle. 
How To Get Past The Hippies; 
Make sure you're wearing all the clothes 
from the van and also switch off the 
torch when carrying the pew. 
How To Get The Gargoyle: 
Stand on the pew, tie the gargoyle with 
the cord from the altar, get down again 
and PULL CORD. 
When Vou Arrive In Roach's 
Apparhment, Hydropolis: 
Check your watch, look behind the 
fishton, examine the shelf and the 
switch, and to get out you PUT HAND 
ON PRINI . 



IT'S GOODBYE 
FROM HIM 

I, Well, that's it from 

me this month folks! 
I shall go away and 
prune my beard in excited 
anticipation of your hints, tipSj 
problems, photos, diaries**. 
{Steady on/ Ed.), Speak out on 
adventures by writing to me, 
The Man With The Beard, 
Adventures, ZERO, 24 Rathbone 
Plate, London W1P IDE. 
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CHIPSHOP 





This month, 
ZERO'S Tim 
Ponting lays 
his sanity on 
the line when 
he tries some 
happy talk 
wffh Captain 
i said WOT? 1 
Sensible. 
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HAPPY 
TALK 



In a tiny attic office in Notting Hill 
Gate, Captain Sensible is glued to 
the latest reviews of his new al bum 
Revolution Now. 

"Sounds called me one of the 
world's most disgusting slobs," he 
explains genially. "It was a good review 
though and I also got a good one in 
NME. You must read it." 

"Here's Music Week. 'This album 
should give the Captain the songwriting 
credit he deserves,./ Aaaargh! Tracks 
like A Riot On Eastbourne Pier have 
simplistic yet charismatic qualities 
about them that makes this a refreshing 
set...' Aaaaaargh! Brilliant 1 " 

He waves another disk, this time 
labelled J Steinburg\ referring to the 
German software house of the same 
name Well, nearly anyway. I point out 
that it's spelt wrong. "Typical/ mutters 

his press officer. 
The camera 
shutter begins to 
click away on 
motor-wind-,. 
It's pretty weird to find an ex-punk 
axeman who composes and records his 
music with the help of a computer. 
Captain Sensible CCapt' to his friends 
bought his Atari ST two years ago and. 
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"You'd wipe the 
bloody thing!" 



now finds it indispensable. 

"When I sta-Ti'i: using computers, it 
was all totally beyond me. I was just a 
humble guitarist who played in a punk 
band So I left me computer down the 
studio and the other guys learnt to use 
it.. When we got thrown out of the 
studio, I took the thing back home and 
forced myself to get to grips with it. AN 
very much trial and error stuff. I'd spenc 
a good couple of hours putting some- 
thing together and then I d accidently 
wipe the bloody thing!" 

The Captain uses the Steinberg Pro 
24 sequencing program almost 
exclusively. That way he can write 
music at homo, then for the recording, 



take his disks down to the studio, whore 
they also have an Atari set-up. 

"It's a good system. I'm going to a 
recording studio tomorrow that's got 
the same 16 track tape recorder and 
computer as me. All I do is take me 
disks down and mix ir. But I always do 
the drums in the studio live so as to use 
all the effects units which I haven't got 
at home. In fact, I've just spent the last 
four days drum programming for new 
songs. I've got an Afcai S950 
sampler and I really like thn 
drum page on the Steinberg. 
T'rific. I've just discovered the 
'loop function'. If you do a 16 
bar passage, you only have 




to get two bars together, loop 
"em and then copy 'em with the 
repeat function. Then you go 
through and fine tune putting in 
fills and stuff like that. It's just so 
much quicker to do it that way/ 

A fax arrives giving the details 
of an important Sensible appoint- 
ment. 'P.S. Don r t forget your gui- 
tar' reads a footnote. I begin to 
wonder just what makes a punk 
strummer turn to the evil God of 
the Silicon Chip. 

"What do you call someone 
who hangs around with musi- 
cians?" asks the Captain. 

Dunno. 

"A drummer/' hp laughs. 
I make a trite comment. Well, 
probably more offensive than trite?. 
"Are you a drummer?"' 
Erm r yes. 

"Well, That's why I use the 
computer. After twelve years 
with Rat Scabies (drummer with 
The Damned}, anyone would fall 
in love with a Steinberg. No, 
don't print that, he won't buy me any 
mora drinks.. [Sorry Captain, Coiltdn't 
resist it. Ecf.\, I also really like working 
on my own/' he explains. "It's a bit 
antisocial but I work with a Iflt of 
musicians and if you write the songs 
yourself, that way you don't end up with 
someone else's interpretation. I'm a 
rubbish keyboard player buL the 
quantise function is quite fantastic. (A 
function of the sequencer that automati- 
cally corrects bad timing). You can slow 
the track right down to about 25 beats 
per minute and play your keyboard port 
in much more slowly. Then you speed it 
up and it sounds fab! " r 

Meanwhile, the cat has finally 
managed to get out onto the ledge and 
is investigating the possibility of 
abseiling down the side of 14A Netting 
Hill Gate without a harness. 

"I hate that cat/" adds the Captain 
sombrely before returning to the subject 
in hand. "Whenever | saw people using 
computers in music, I thought that it 
was the computer that made it sound 
robotic. When I got mine, the first things 
I sequenced were totally sixties sound- 
ing. Computers don't make music sound 
like a robot, it's just the way you press 
the buttons. If you listen to the album, 
it's full of old sixties twang. I'll just 
briefly play you a snippet." 

The Captain now gets very sensible 
as he explains how each track was put 
together on the Atari. 

J, l never use a mouse - I haven't got 
room for one. I use all the controls on 
the keypad. It's brilliantly quick once 
you get used to it - you get this method 
together with the up/down and right.' left 
arrows. 'DdlldlldlidMdddldldr like that 
and it's up at the top, then pull the thing 
down here, save and press the return 
button. Do you see what I mean?" Erm, 
yeah, sure thing Capt.... 

He reels off all the little bits of gear 
he's pulled together to record the album 
- e^ostly ancient and outdated- I ask him 
if he uses any other music programs for 
the Atari, suggesting he might use it to 






program the Akai sampler - a much 
simpler option than using the 
instrument's own complex system. 

"Blimey, yeah, that's a good idea. I 
haven't got a program for that. I've got 
an editor for the Roland DSO (a powerful 
synthesiser) which is t J rific. You can put 
a load of patches together and store 
them on the Atari. I can't remember the 
name of the program but what I really 
like about it is the RANDOMIZE 
function. You press this button and get 
a completely different sound. It tweaks 
everything inside the D50, it just goes 
beserk. There"s a little line thing on the 
screen and if you put the arrow at the 
very end of it, it completely changes 
everything by 100 per cent, goes totally 
mega mad. Some of the sounds I've got 
out of it are absolutely tViffic. Some- 
times I sit there for a couple of hours 
after I come back from the pub r just 
pressing the RANDOMIZE button. You 
get fifty new sounds that are really quite 
strange and off the wall. I got a really 
great sitar one actually which goes 
h i g i eo wie o w i eow. . . " 

And now he's off on another tan- 
gent, setting up a business importing 
sitars. Pakistan is called to find out 
prices and 20 sitars are ordered there 
and then. My mind begins to wander 
and I begin to fantasize about inventing 
a MIDI sitar for controlling synthesizers. 
"That's a great idea. A MIDI sitar - that's 
bloody perfect." And then for no 
apparent reason the Captain suddenly 
sends a fax to the office of Benazir 
Bhutto, suggesting she check out his 
new album. J 'l get quite excited about 
the fax machine r it's good fun," he 
explains. Eventually, I manage to turn 
his attention away from world domina- 
tion and back to the humble computer. 

"What else have I got for the Atari? 
Let me see. Oh yeah, I've got a great 
game which is like Chinese chequers 
where you have to get rid of the titles." 
He laughs." I completely OD r d on com- 
puter games. I hought just about every 
game in existence when I had the 



"Benazir Bhutto, 
check out his album*" 
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Com rno- 
dore. Not 
havi ng a screen, I 
used to use me dad's 
TV in his living room. He'd 
come downstairs on his way to 
work at six in the morning and 
I'd still be there playing this 
cricket game. Even when he yot 
back from work I'd still be there 
playing it. 1 want to watch the 
television/ he J d say. 'Let me just 
finish this game/ l J d reply. The 
cricket game, like the football 
manager one, can go on and on 
and on in three day binges. ! 
just OD J d on them, I hardly play 
'em now. I don't do things by 
halves, you know." 

Opening another can r he 
takes a gulp and continues, "My 
favourite video game I ever had - which 
is totally ideologically unsound because 
it's an American' Let's knock the 
Russians on the head" game - was 
called Beachead. I think it was a 
company called 
US Gold who 
produced it. Fan- 
tastic game it 
was totally g reat r 
about seven games In one. It has this 
fighter plane neartheend-youcan sort of 
turn from side to side and all that stuff. 
The screen is almost 3D, it's really clever 
That wason the Commodore." He frowns. 
"I got rid of that, a bloody pain in the butt 
that machine wjis. I used to think all 
computers were like the Commodore 64 - 
having to load them with a cassette, such 
a bloody drag. I still can't fathom how 
systems now work with a little disk. AM 
that information... When you listen to a 
cassette, it goes "eiierghh aarghrgh\ lean 
understand that but how the little disk 
holds it, is totally beyond me/' 

Aware that the conversation is about 
to plunge even deeper into the wonders 
of modern technology, I begin to excuse 
myself and slowly wend my towards the 
door and the 
comparative 
sanity of the out- 
side world. It's 
now that every 
one suddenly realises that the Walkman 
has been recording every word for the 
past hour and a half and has witnessed 
some pretty dodgy revelations. (And 
we're not talking Ataris but world 
issues like Pakistan, international noli 
tics and black market MIDI sitars.) One 
of the Sensible crew cries frantically 
"That tape might get stolen by some 
Iranian fanatical group!"" Captain 
Sensible in Salman 
Rushdie hostage mix 
up? Er, no, I don't 
think so somehow. 

Come back Rat 
Scabies, every 
thing's forgiven. 




"L»t'» knock th« 
Russians on th* head." 




ZERO 



91 



EXTERNAL 3.5" DISK DRIVE 



Slimline extra lew profile unit 
onlf 6" lonfl! 

fop quality drive mechnniinir Fully 
compatible. 

Throngfe port lUom dals^-chaiiiirig 

Diher drivvi [Amlffa only). 

A superbly 4t jFlcd case finished In 

computer colours. 

I meg tin formatted capacity. 

Good length rable for pritjitLonjn^ 
an your desk etc. 



AMIGA VERSION SINGLE 
DRIVE 

ONLY £69.99 

ST VERSION 

ONLY £89.99 with 

FREE OCP ART STUDIO 



£i?TWIN DISK DRIVE ONLY £129.99 



AD D £5 FOR COURI ER DE LIVERY IF REQUIRED 

■ * i =t : i tt WTHFJ^* \ 'i ki*:m (AMIGA ONLY) 

^ Swilch in /out of external drives. ^ DF1 4 DF2 controlled. 

Save on memory allocated for CtNLV CO QQ 

drives, not currently in use. fc^aiJSJ 




AMIGA VIDEO 
DIGITISER 



^ 256 e 256 display with IS grey 
levels. 

X Re ultimo frame grab 1 /90th 
Second . 

X Takes standard composite Video- 
Input from camera or Video 
recorder. 

X Screen update 1 frame per second, 
single, continuous or buffered 
dLsplny. 

X Load, Save facilities including IFF 

* SSTC, 

X Edit picture, tut. copy, paste and 
undo. 

X Special effects, reverse, negative, 

mirror, compress, etc. 
X Increase the width of the display 

Lo S2Q x Automatical!? or 

mutually. 
X Pliiga into the parallel port of your 

Amiga 1000/50O/2OOC3. 
X Comes template with its own 

power pack- 

ONLY £89.99 




ST TIMEKEEPER 
CARTRIDGE 



fThe correct tlme/date every tlmt 
you switch on your ST, 
X Works with most GEM type 
applications. 

^ Battery backed Clock/Calender. 

^ On board Lithium battery for extra 
long life. 

^ Displays In 12 or 24 Hr. format. 

X Conies complete with set-up disk & 
alarm clock utility. 

ONLY £29.99 



5.25 EXTERNAL 
DISK DRIVE 



m Add an ex Ei- ma] 5,23" Disk Drive to 
Y y Dur grr , , 

^ 40/SO track awitchable. 

^ Up to 720K'! 

^ Ideal for PC Ditto etc. 

M AtlracUvely styled in computer 
™ colours. 

X Comes complete with It* own 
v power supply unit built in. 

^ 3.23" Disks are much cheaper too!! 

ONLY £99.99 




GENISCAN GS4500 ST/AMIGA 



PLACEMENT 
MOUSE 



J 



X High quality direct replacement for 
mouse on HT/Amijfa. 

X Teflon slides for smoother 

movement. 
^ Rubber coated ball for minimum slip. 

Optical system counting - SOO/mm. 




Special offer - free mouse 
mat + mouse house 
I worth £?.99j„ 



ONLY £29.99 

COMPLETE [STATE ST OR A Ml OA) 




X An easy to handle Handy Scanner 
featuring 1 05 mm scanning width ft 
440 dpi resolution enable^ you to 
reproduce graphic ft tort on your 
computer ucreen. 

X Adjustable switches for brightness. 

& contraaL. 
^ FfintuuL for Fpaon compatibles. 

^ with Qfmlscan you have the ability 
to eaaily scan images, text & 
graphics into the ST / AMIGA. 



X A powerful partner for Desk Top 
PubUshing. 

^ Powerful software allows for cut ft 
paste editing of images etc. 
Save images in suitable format for 
most leading packages including 
DEGAS, MfiOCHRDUE. FLEET - 
STREET, DELUXE PAINT etc. 

X Unmatched range ol edit/capture 

™ fscllltiEB simply not offered by 
nther scanners at this unbeatable 
price. 



SPECIAL OFFER 

COMPLETE WITH OCP ART STUDIO fST] OR 
DELUXE PAINT II (AMIGA) FOR ONLY £1 89.99 

INCLUDING HARDWARE/SOFTWAHE 



¥ 



12K RAM 
EXTENSION 
CARD 



Available with/without calendar/ 

clock option. 

Simply plugs Internally into AH 00 
slot. 

Switch Ln/out with switch supplied. 



^ Fitted in minutes no soldering etc. 
X Accepts 41358 DRami {sero K 

T Ham ntte4). 

X With calendar /clock onboard time/ 

date automatically beet ed. 
X Battery backed to retain time/date. 

ONLY £19.99 

FOR STANDARD CARD TO 

ACC EPT 51 2K __ 

ONLY £34.99 

FOR VERSION WITH CLOCK/ 
CALENDAR 

NB THESE PRICES ARE FDR HOARDS 
WITHOUT RAM CHIPS PHONE 07ft2 
744707 FOR RAM PRICES. 
PHOKE FOR LATEST FULLY 
POP1.HATED BOARD/ RAM PRICES. 



ALL ORDERS NORMALLY DESPATCHED WITHIN 4 H HHS 

HOW TO ORDER ... 



E 



BY PHONE 

07S2 744707 

24hr Credit 
Card Line 



BY POST 




Send che-quei/POs made 

payable to 

"Daiel Electronics" 1 



PAX 
0782 744292 

UK ORDERS POST FREE 

europe add £1, 
Overseas add £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



CALLERS WELCOME Keas* reserve ^uods by [elephant prior to visit. 




DATEL ELECTRONICS LTD. . FENTON INDUSTRIAL ESTATE 
GOV AN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 



SALES ONLY 
07S2 744707 



TECHNICAL ONLY 
0782 744324 
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Just to recap for those of you who 
missed Part One of the MIDI feature 
last month, a MIDI (Musical Instru- 
ment Digital Interface) is a communica- 
tions system that allows hi-tech pieces 
of musical equipment to talk to each 
other. To help you get the picture, let's 
take a gander at a couple of simple 
instrument set-ups involving MIDI. 

A simple set-up (diagram 1) is where 
you control two synthesizers from a 
"master" synthesizer. The master synth 
is normally called a MIDI controller {and 
it could be anything from a keyboard to 
a drum kit - as long as it has MIDI k 
O&vr synth* can be curnu ete instru 
merits in their own right or they could 
br? "expanders". Expanders are synths 
or samplers without keyboards de- 
signed to be played from a MIDI 
controller. People often use them to 
save space and shekels lor both) in a 
MIDI music set-up. After alL why buy 
loads of zappy keyboards when you've 
only got two hands? I And one over- 
drawn bank account Ed.) 

Each of the instruments produce 
sounds as if they're being played from 
its own keyboard but receive note infor- 
mation From the controller. So sound 
from a number of instruments can be 
"layered'' together to producE a 
"bigger" sound, or they can be spread 
out across the master keyboard so you 
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SAMPLER 



AUDIO OUT 



AUDIO OUT 



PHI ATI HO TWO 9YNTHI SIXERS WITH A MIDI COftfmOLkJM 



can play them separately, This is called 
keyboard "splitting" or "zoning". And 
it's not actually as painful as it sounds! 

Or 'owzabout a sequencer controlling 
a drum machine, a synthesizer and a 
sampler? ^Diagram 2). Here the sounds 
are being generated by the drum ma- 
chine, synthesizer and sampler, but the 
note info for the song is stored in the 
sequencer. The sequencer needs to tell 
each of the other pieces of gear what 

notes to play and it 




SEQUENCES CO NY HQ LUNG 
BRUM JAMHWfl, 
irNTMIlIIIR AHt> SAMF4ER 



does this over 
MIDI, It's a bit like 
an orchestra where 
a conductor (our 
sequencer) is 
directing all the 
musicians (the 
synth and sampler) 
to play the music. 
Just like 'the Cap- 
tain' himself 
advises, it's worth 
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PARLEZ 
-YOUS 

MIDI? 



It's Tim Pirelli talking MIDIs 
again, spouting instrument 
set-ups and taking a peek at 
sequencers, samplers and 
synths*... 

remembering how computers can be 
used as sequencers. 

So how does the MIDI make all this 
possible? It's a cinch really - just press a 
note down. The MIDI will be able to tell 
that a note has been pressed, what that 
note is (MIDI Note ON and MIDI Note 
Number), how hard you pressed it {Note 
Velocity Information) and when you 
release it (Note Off Information). Other 
information can also be generated but 
we'll cross that bridge when we come to 
it. Whew. Ed) 

Just like in the computer world, the 
key to MIDI is compatibility. Any instru- 
ment whether it's a reverb unit or a 
feasmade ( What? Ed) that you want to 
include in your MIDI set-up needs to be 
J 'MIDI compatible." If you re not sure 
whether your instrument is fitted with 
MIDI, have a look at the back panel. If 
you don't find sockets marked MIDI In, 
MIDI Out and MIDI Thru r it almost 
certainly won't want to play ball If 
you're using an Atari ST you'll find MIDI 
In and Out connections on the left hand 
side of the computer. If you're the proud 
owner of an Amiga you'll hunt in vain H 
but don't worry because you can buy 
MIDI interfaces - a sort of MIDI inter- 
preter - to sort things out, 

One of the problems when dealing 
with MIDI is grasping exactly what's 
being talked about- Most of us encoun- 
ter this throughout life - if you're smart 
you'll make a career out of it and 
become Cecil Parkinson, if not keep 
drinking Carling Black Label- (Blimey! 
He's gone all philosophi- 
cal on us. Ed.) But before 
talking MIDI more 
fluently, let's feast our 
minces at the musical 
gear that goes with it... 



MIDI MUSIC CENTRE 



SYNTHS 

A synthesizer is an electronic 
instrument that generates sound 
using oscillators, filters, amplifi- 
ers and hundreds of other impres- 
sive terms, Don't worry about 
them and they won't worry you - 
just yet. Synths come in a variety 
of forms: analogue synths are aid 
and unreliable, but very hip in 
dance music and acid house, 
Digital synths also come in 
several shapes and sizes but the 
most common is the Yamaha DX 
series. These have got a lot to 
answer for though, 'cos they're 
responsible for many of the 
painful noises on Stock, Ail ken 
and Waterman productions. 
I What? Kytie'a a lovely gel. Ed. i 

SAMPLERS 

Samplers are basically digital tape 
recorders. They allow you to 
record a sound and play it back in 
lots of different ways - forward, 
backward, at different pitches. 
They can be used for almost 
anything, from imitating real in* 
stru merits like flutes and violins 
to ripping off other people's 
original ditties. 

SEQUENCERS 

A musical performance (provided 
it's played on MIDI instruments) 
can be recorded into a sequencer. 
This recording can be edited, 
sounds can be changed and the 
whole thing can be played back at 
different speeds. The thing to 
remember about sequencers is 
that they record MIDI information, 
not audio info. This means- you 
can't record a singer {vocalist not 
sewing machine h bagpipes or 
anything at all that makes sounds 
in the natural world. 

DRUM MACHINES 

Drum machines are a cross 
between a sampler and a se- 
quencer. They're samplers be- 
cause all the sounds in them are 
sampled (unless it's a very old 
one) and they're sequencer 
because they let you record "drum 
patterns' into them, Oest of all 
the music- making is simpler than 
for either of the other instruments 
- probably in an attempt to make 
it more like a real drummer! 

These are the basics building 
blocks of a MIDI set-up and we'll 
be referring to them regularly. 
Some of you may already be 
making music with your computer 
using the internal sound chip, 
Although these chips are very 
limited compared to most MIDI 
equipment, you've taken the first 
step in the world of electronic 
music and you'll probably be 
familiar with some of the synthe- 
sis techniques, You may also be 
able to use MIDI to hear your 
music played with more impres- 
sive sounds using synths and sam- 
plers, All you need is pat ie nee and 
a massive wad.,. 
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THE PRICE 1$ RIGHT 



Come on down! Sean Kelly returns with 
a selection from the bargain basement for 
" the skint so-and-sos who've just shelled 



out for the latest Kylie album. 

ALIEN SYNDROME 

RAD/£9,99 ST & Amiga 

Alien Syndr&me is a conversion of a Sega coin -op From the 
last century which first appeared on the 16 bits a couple of 
/ears ogo, and has now been given a new lease of life on 
The Edge's new budget label, RAD. The object of the game is to 
rescue your friends who, for reasons best known to themselves, 
hove allowed themselves to be captured by giant jellybeans. Why 
you would want to save anyone stupid enough to get captured by 

jellybeans is beyond 
me, but then game 
scenarios have never 
been known for their 
Booker Prize potential. 

Rescuing the thickos 
involves the usual 
charging round several 
huge complexes, 
killing the jellybeans 
and collecting extra 
weaponry as you go. 
Unusually for on 
arcade game, there 
are occasional pauses 
in gameelay, for 

^^m^m^ m^^m^^m^W - i W^M example when you 
Thfs cvuld happen to you if you eat too many jelly beans. ««ess a map. Dotted 

round the complexes 
are a number of maps, that'll indicate where your remaining 
friends are, and your position. Accessing them is done by simply 
running into the map icon. A mop then presents itself in a corner of 
the screen, allowing you to plan a path to follow in your rescue 
attempt of the thickos. Once all your motes have been rescued, it's 

time to make for the 
exit to take on the 
'end of complex' 
meanie, who 
resembles a peeled 
pensioner on a cloud. 
(Seen any lately? Ed.) 

Alien Syndrome? was 
well received when it 
first hit the 16 bit 
market, and although 
it's showing its age a 
little, it still gets the ol' 
trigger finger blasting 
away with gay 
abandon. The aliens 
are Forge and plentiful, 
which makes them 
easy to blast, but also 





That's Hi of yaar itupttl 'churns 1 In the top corner. 
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easy to barge into, bringing about your demise with depressing 
regularity. Using the maps and other wall mounts definitely add 
novel element to the garneploy, and rather increases the 
attractiveness of Alien Syndrome* 

The noises are fairly average - an awful tune and un memorable 
m-gome effects ore for the most part annoying. Graphics are 
detailed and colourful, although the speed of scrolling varies 
tremendously and seems to depend on the direction you are 
heading m for some reason* 

Alien Syndrome is smooth and colourful and worthy of any 
1 6-bit collection - at 1 0 quid 
there's no excuse for not 



FIRE BLASTER 

Prism Leisure/ £5.99 ST & Amiga 

You know when you're stuck in a grotty 
motorway service station and you make 
for an arcade machine to relievo the 
boredom? Then when you get there a 
bunch of Chelsea Tans are hogging Op 
Wolf t all the other machines are broken, 
and there's just a slightly grotty looking 
machine, that you've never heard of, in 
trie corner? You shove your money >n r 
expecting something dire, but then 
discover that r despite its primitive nature, 
there's quite a chunk of payability in 
there. Well Firebfaster is just like that. 

It's a straightforward blaster like Gorf 
where a screenful of aliens appear for 
blasting. Once they're wiped out, arm the' 
screenful arrives. The graphics are fairly 
simple (as is your spaceship) and the 





owning a copy. 



OVERALL SCORE 



Alright, 14 It doasn't look brilliant, btf 
It'i pipy able - hon*it. 

sound is very much like every other 
budget that's been released, 

In short, Ft rebf aster has its Fair wodge 
of payability and a large amount of that 
vital "one more go' factor. Call me 
warped, but there you have it! 



OVERALL SCORE 



ADDICTABALL 

Alligota/CS.99 ST 

Addictabati eh? What a game title. It mos? 
probably ranks in the top ten crap puns 
ever foisted upon computer gamers. This 
is an unrefeascd 16-bit version of the 
eight bit AddtctabaU - an Arkanoid rip-off 
dating from 1987. Being such, you'll know 
exactly what to do in this little number - 
nameiy use your 'spaceship' <bat to you 
and me) to bash your ball (Ouch!) against 
the bricks to break through the wall. 

Even though it's a blatant rip-off it 
does differ in several aspects - instead of 
presenting a succession of screens to 
work through, the whole lot scrolls slowly 
downwards towards your bat. This means 
you must make sure that there is a clear 
path through the bricks, as contact will 
destroy your bat. 

Underneath your bat is a barrier, and 
occasionally fireballs and bricks will fall 
towards it. You must catch them if 
possibfc - otherwise they'll make holes in 
the barrier, through which the ball can 
fall, thus destroying another bat. In 
addition there are the usual icons to 
collect, giving you fire power, new ammo, 
slow bafls etc. 

Despite the dire name, A ddictabatf is 
an excellent variation on the Arkanoid 
theme. They're no fantastic programming 
routines or anything, but then there's 
none needed. What's here is loads of 



BUDGET review 



SPEEDBOAT ASSASINS 

16 Blitz/4,99 ST & Amiga 

Four of the world's harbours have been occupied by enemy forces, and it 
is your duty to liberate each of the four harbours in turn. To do so you 
will first have to guide your mot or boat through a highly hazardous 
minefield. If you make it then you can go ahead and destroy the four towers 
defending the harbour but you must make good your escape- This isn't actually 
as Easy as it sounds 'cos defending the towers are loads of other boats, all 
armed with a seemingly endless supply of missiles. You'd have a better chance 
of flying a kite on the moon than escaping from this lot, if it weren't for your 
supply helicopter. 

Every 30 seconds or so, this helicopter will hover above you, and your 
boat needs to dock with it in order to 
upgrade the weaponry available to 
you. First you get a cannon, then a 
double firing cannon, before working 
your way up to smart bombs which 
make life a lot easier. 

Overall this is quite an addictive 
little game. The graphics are all huge 
and get huger as they scroll towards 
you at an incredible rate of knots. 
They are solidly coloured, and the 
scrolling really does give a feeling of 
speed as you belt along the water. 
There's plenty going on in the ol r joys- 
tick mashing department: dodging 
bombs as well as launching your own 
at the myriad of enemies should keep 
the most eager blaster happy. An- 
other budget winner, and a lesson to 
all producing crap at 20 quid. 




Attack of lh« giant mutaxaJd catamarans 



ROAD WARS II 

16 Blilz/£4L99 ST & Amiga 

Normally you'd be rolling along quite happily in your space 4ank as the 
special roadways let you pass safely between a handful of satellite 
moons. But today's another kettle of fish J cos the computer controlling 
the roadways has gone haywire! Instead of allowing people to travel safely 
across the roads in true Tufty style, it's removed some of the side panels, 
forcing vehicles to tumble off the road never to be seen again (except by folk 
with extremely large telescopes and bionic eyes.) What's more, some panels 
are sending deadly blue sparks across the roadway, ruthlessly destroying every- 
thing which comes into contact with them. 

Now this is bad enough, but what's even more unfortunate is that you and 
a friend have been chosen to go and sort the rogue computer out. Fab, eh? For- 
tunately however, sorting out the computer involves shooting lots of things 
and blowing aliens up. You 've got to travel along the road, shooting out the 
blue panels which are creating the hazardous sparks. Missing them will destroy 
the useful panels which keep you safely on the road, but failure to smash them 
will result in your tank crashing through the sparks and being destroyed if you 
don't raise your shields in time. In addition there are the usual weapons to 
collect, and more aliens to blow up 
than you can shake a stick at- 

This all adds up to some pretty 
frantic and rabid blasting, as you belt 
down the roadways - either alone 
with a computer-controlled partner, 
or with a friend. The scrolling is 
smooth and fast, while the noises 
throughout the game are chunky and 
clanky. Blasting never ever slows 
down, and getting the timing right 
(ie when to switch between shield 
mode and blast mode) requires large 
amounts of dexterity and skill. 

It does seem that there's too 
much going on at times, and you 
don't actually get to do anything 
other than blast. But ha ving said that r 
Ro&d Wdts ft is well worth five quid of 
anybody's money. 





Tavr lurhachargc-d bat, arm,... heads 
for destruction gvn$ a Maiin' 



colour and sound along with smooth 
scrolling. It will insist on sending you all 
the way back to the start of a level each 
time you die, but apart from this one pain 
in the bottom, there's oodles of playability 
and enough levels ro keep you at it for 
days and days. 

In fact I'd go as far to say that it's 
better than some of the full price product 
knocking around, and at six quid, there's 
absolutely no reason why you shouldn't 
go out and buy it this very second. Apart 
from finishing reading ZERO, that is. 
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ICE HOCKEY 

Anco/£5-W ST & Amiga 

Ice Hockey's one of those strange sports 
which, due to its nature, appeals only to 
nose living within a walking distance of 
the North Pole, namely Canadians, 
Eskimos and polar bears. This should not 
however, prevent a conversion to the 16- 
bits - let's face it P if darts and golf can 
make it r any sport can, providing the right 
amount of playability is thrown in. 

Ah, playability- I knew there was 
something missing. That's where fee 
Hockey slips, if you'll excuse the incredi- 
bly had pun. The front and is fairly 
impressive, and leads you to expect that 
once you're playing, you'll be in for some 
chunky fun. Not so. The playing area is 
actually laryer than the screen so you 
have to scroll - it's extremely slow and 




Who's for a quick puck than? 

jerky. As for the graphics, they're also 
very primitive and the sound is average. 

The players move round the playing 
area like tortoises on valium, and all at 
the same pace, which makes tackling and 
chasing practically impossible. As is 
passing, scoring, etc. 

A sloppy little number which r with a 
little more attention may have been a 
cnmmendahle budget title. But then 
again it might not. 
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Nintendo' 

Dedicated Nintendo Mailorder Service 
Comprehensive range of Nintendo 
Software, Hardware and Peripherais 

Light Gun Sight. 
Turbo Blasters. 
Cartridge Storage Cases- 
Joysticks. 

Send S.A.E. For Free Newsletter, Price 
List & Order Form. 
Trade Enquiries Welco me. 



01-637 5735 

81 TOTTENHAM COURT RD, LONDON 



STARLORO 

MicroProse has announced its first 
Space simulation. Rumour has it that 
Starlord will be one of the most vast 
and complex games yet to come from 
the undisputed Master of Simulations. 

Starlord centres around the successful 
conquest of the galaxy. Whether this is 
achieved by brute force or by more subtle 
means is one of your first decisions. As 
long as you realise that whichever way you 
choose ft will be a long and tortuous 
path to ultimate rule. With over 65,000 
different galaxies, 1000 star systems and 
5,000 planets of various types, within 
each galaxy, as well as individual control 
of up to 250,000 ships held within 1,000 
battle groups, Starlord looks set to 
redefine your concept of gameplay. 

STARLORD - THE FINAL WORD 
IN SPACE SIMULATIONS. 
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RUSH'N ATTACK 

Frantic simultaneous 
two- player shoot 
'em up action from 

Nintendo 



A look at Sega's monster /"fl 
machine destined to f Jt 
take the '90s by storm 4*£? 




ALEX KIDD 

Cutesy Sega 
adventure in Hi-Tech 
World with the lad 
with the 



TV fame 
for 

Sega's 
console 

Nintendo 

games 

explosion 

Plus 
news, 
reviews, 
lips and 
cheats 
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KONIX 
KLIFFHANGER 

The future of the Konix MultU 
Syttsin Is hanging in the balance. 
Rumours have been flying round 
for months but thing* now ieem 
to have reached! crlilt point, 

Kan J* has ovor-ifretchod it** If 
financially with the Multi -System 
project anil is finding I tie If In a 
hit of a pickle. It'll either have te 
drop It* plans, or the whole ( of 
part) of Kontx will have to bo 
bought out. Already com pan tot 
like Amstrpcl and Atari have been 
nantool ai ponlble front runnors* 

Unfortvnatoly F Konix are still 
reeling after US -based software 
giant, IpyXf recently went buit. 
Epyx owed Konix « vast sum of 
money for all those great 
Spoedktng joysticks it distributed 
all aver the shop. Then Epyx's 
sudden downfall loft Konix In a 
vary precarious petition* And to 
make matters worse „ the 
continual re-development of tha 
Konix Multi-System li eating up 
cash quicker than a Pacman 
hooked on Power Pills, 

All oyes are new on Konix 
boss Wyn Helloway to tee If he 
can roscue his company yet again. 
So stay tuned. 
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BRING ON THOSE 1 6-BITS 



rankly, l r m in need of some heavy 
consoling. The so-called next 
generation of consoles have been 
available in other countries - namely 
Japan and America - for ages. Sn why 
have we been left out? Why shouldn't we 
be allowed to drool over seductive 16-bit 
graphics and listen to ihe sen- 
sational sounds of the 
PC Engine and 

Sega Mega- 
drive? 












Would you pay avei 
Sega? We did. See | 


£200 for the 16. fall 
page l 00, 



And just to make matters worse, America 
and Japan are already gearing them 
selves up for rhe next wave of consoles. 
Hold on a minute, we haven't even seen 
the previous lot yct p 

Nec has just launched its 16-bit version 



of the PC Engine, and Sega are report- 
edly working on a CD-ROM device for the 
Megadrive. Although technically the 
current PC Engine is held together by an 
8-bit processor, it performs like any other 
16-bit console because of its phenome- 
nally powerful video and sound circuitry. 
Just thinking about a 16-bit version of the 
Engine makes the mind boggle. 

Virgin Mastertronic has promised to 
distribute the Megadrive by the middle of 
next year. Nec is considering selling the 
S- bit Engine in this country, but hasn't 
any immediate plans while Konix has 
been promising a 16-bit console For the 
last six months. Ho hum. 

Come on, guys! By the time this 
technology reaches our shores it will be 
dated. Passe. A bygone. Obsolete. Dead! 
Know what I moan ? 

Don't get me wrong, I haven't really 
got anything against the 8-bit Segas and 
Nintendos but judging by some of the 
latest games available for them r their full 
potential won't be reached for some time 
yet. They're damn fine machines but they 
are getting a teensy bit old. 

Sadly the situation won't change. 
Although the Japs are interested in 
money, they see us as small fry and 
aren't particularly fond of us. They're not 
too keen on the Americans either but the 
lure of hundreds of thousands of sales is 
obviously irresistible. The only hope we 
have of getting 16-bit console technology 
in the home quickly, is if innovative UK 
companies like Konix go out there and do 
the biz. So go get 'em lads! 



MEGADRIVE MAYHEM 

Grey importers pounce on Sega's Console 
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Are you a power addict? Does rhe 
prospect of getting your hands on □ new 
Secjc 16- bit Ariegja drive moke you room at 
ihe mouth? Just recently a tempting spate 
of ads have appeared offering the 
Megadrive for around £2 SO. To say 
Virgin Mastertronic (official Sega 
distributors) <s upset would be an 
understatement d Virgin aren't distributing 
the Megadrive in the UK until Easter next 
year, so these grey importers could make 
a killing in the meantime* 

According to the rumours, there are 
absolutely no problems with ttte Scart 
version of the new Megadrives, but 
Virgin is saying that the Pal versions 
(those designed to run with a standard 
UK television set) are faulty. Of course 
they would say that,, wouldn't they? 

Leads are supposedly being connected 
inside the Megadrive to make the 
machines function okay on our TVs. It 
seems that many Pal Megadrives only 
produce a black and white picture. 

Virgin Mastertronic are washing their 
hands of this Megadrive. Console Action 
was told: "They're very dodgy. We're 
refusing to offer any support whatsoever 

far them, so if anything goes wrong then 
the customer is on his own." 
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We talked to one of the grey importers 
about the changes that must be made to 
the imported Megadrives, They said: 
"Wa-'w heard nothing about these kind 
of changes, but people who purchase the 
Megadrive from us have to accept that 
we can't offer guarantees. All we're 
doing is importing the machine. We don't 
know anything about how it works/' 

The price of these imparled 
Megadrives is also disturbing for Virgin H 
They are hoping to market them far 
under £150 sometime next year. You still 
need to go climbing down wishing wells 
to find that sort of dash, but it doesn't 
compare with the £200 plus demanded 
by the grey importers. 

The good news is that many popular 
games including Ghouls 'W Ghosts*, 
Altered Buasi, Super Thunderhlade and 
Space Harrier tt are being brought into 
Hie country along with the 16-bit console. 
These games are retailing for between 
£30 and £40 - Ogam a major price leap 
on Mastertronic 's proposed selling point 
of just £20. But while there's so little 
support elsewhere in the UK for 16-bit 
5ega software/ the situation will continue 
and afflicted games addicts will just have 
to pay these extortionate fees. 



BELT UP! 



Konix has redesigned the power 
chair for the Multi System yet 
again (it's turning out To be a real 
popular hobby this onel in a bid to 
ensure that it is as near perfect as 
possible by the time it's released - That's 
Konix's excuse, anyway. 

The chair has been re-jigged lo make 
the drive mechanism quieter and faster. 
Previously the chair was operated using 
a set of years. Now it seems that vinyl 
belts are being used to give the 
essential speed and volume require- 
ments., but surprisingly enough Konix is 
reluctant to discuss the fine details of 
the redesign. Two of these belts have 
been connected to the chair, one from 
front to back and the other from side to 
side. These are driven by motors which 
tilt the chair in the desired direction. 

The release date for the chair has 
now been moved forward to late near 
year, so doubtless there'll be time for 
many more changes. Konix is still 
insisting that the console will be 
released in time far Christmas. 
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SEGA ON TV H 

It's official - the Sega [ | rfc j | 
console is becoming a ^^^^^ 
superstar, Queue right here 
for autographs. Yes, the 
console is actually going to be 
advertised on TV over the next 
few months. It got coverage 
on a Channel 4 documentary 
about computers and new 
technology recently, and a lot 
more television coverage has 
been promised right through 
till January* 

From the middle of this month 
to December 22 nd, The 
Saturday Show, an early 
morning kids' TV programme, 
will feature youngsters 
competing against each other 
on Sega consoles. 
Further chilldrens' television 
coverage is planned in 
Aiotormoutfi^ where a 
competition will be arranged 
and a number of Sega 3-bit 
consoles will be given away. 
Then, in January QED {yawn!} 
is planning a documentary on 
entertainment and technology 
aimed at children. Filming for 
this took place at the PC Show, 

NINTENDO NE5I? 

For all the latest in the zappy, 
zany world of Nintendo why 
not subscribe to the Club 
Nintendo magazine - and 
what's more^ it's absolutely 
free! There are game reviews, 
tips, features and news 
designed to keep you 
informed of the latest in 
Nintendo developments. Write 
to NE5I UK, PO Box 30, 
Coventry, CV1 3BR and claim 
your free membership. The 
club even offers a number For 
you to ring when you're stuck 
in a game. The number to dial 
is 0626 6361 1. But needless to 
say - you can't beat Console 
Action - the magazine devoted 
entirely to the ^^^^h 
colossal world of BHEHh 
consoles! ^^^^H 



CHEAP CONSOLE 
FROM AMSTRAD 

Amstrad looks set to enter the 
console market place with a ZBO- 
.based machine centron nrmind The 
CPC. And if the rumours are correct! it'll 
be aimed at the low-end games market. 

Just about all the major computer 
companies arc beginning to recognise 
the potential of the console market and 
Atari's hand-held games console - the 
Lynx - is due to be released very shortly. 

The planned console is seen as more 
of a toy than a machine and would be 
used by dedicated games players. This 
move is hardly surprising since the 
console, being based on the 8-bit 
Amstrad CPC computer, will have 
capabilities similar to existing 8-bit 
consoles. Arnatrad's model is unlikely to 
be launched much before April 1990 - by 
that time Nintendo, Sega and Konix 
should all have their 16 bit consoles on 
the market. There will be far more 
interest in the 16-bit machines, but 
because of Amstrad's aggressive pricing 
^£70 hss been touted Tor the console) it'll 
probably sell like Perrier jru. er. .. Paris? 

Amstrad J s Aran Sugar mt^nds to keep 
the console compatible with the CPC to 
provide a decent software base for the 
console. New custom video and sound 
chips have been considered,, but it's 
unlikely that these will be used if the new 
console is tg remain compatible. 

The developers of the new console 
have apparency been instructed to rip 
apart the five year old CPC (the fun part) 
and turn it into a 256K console (oh dear!), 
There will be no disk drive or cassette 
system - -software coming on cartridge 
instead. Existing CPC software will be 
transferred onto this cartridge and should 
run without problems. New software is 
likely to use the extra memory to exploit 
the capabilities of the console to the full. 

Amstrad's movement into the console 
market is surprising given that the 
company has long been shining its 
corporate image. However, at the end of 
the day, Sugar's aim is to amass as much 
dosh a& possible. And with consoles set 
to take off in 1990, Amstrad is eager to 
get its portion of the sales. 



NINTENDO GO 
GAME CRAZY 



Keep your «ves peeled and yevr ears 
lo the ground at your local Nintendo 
software stockist 'c« four great new 
games should be hitting their shftlvaS 
pretty damn soon* 

Trojan, Gun Smoke and (FltMli 'W 
GohUns are all Capccm licences 
converted from the arcade machines, 
while Skari Warrior* (also a coin -up 
conversion) featured on all home 
computer formats long ago, but only 
now can it make its Nintendo debut* 



Trojan has groat anl* 
mated sequences 
and beautiful Sprites 
in this action adven- 
ture game where you 
use a sword and 
shield to fend off all 

attackers. 





Ifcarf Warriors: - a 
v o rtl ca I ly -sc r ol 1 1 ng 
shoot 'em up where 
you m ust h I a st all the 
sheriffs and variavs 
gun- totirtg nasties. 



°1-*7tkm m m * 



The brilliantly ad- 
dictive Ghosts *N* 
Gob) ins sees you 
overcoming all sorts 
of odd characters in 
your quest to rescue 
a beautiful princess. 





Gun Smoke, with its 
action set in a gold 
mining town, has you 
battling It out agai- 
nst cowboys. You 
must save the town 
from moaeygrab- 
bing thieves intent 
an slaughtering all 
the occupants. 




GIANT STEPS 

It looks like many of the UK's software houses pre 
finally going to lend some of their immense weight to 
the console market, US Gold is taking the lead by 
developing four titles for the 8-bit Sega and Ocean is 
believed to be following suit. Meanwhile, 16 -bit 
software house Psygnosis is branching out into the 
PC Engine market. 

US Gold was reluctant to discuss its console plans, 
but after we applied the thumbscrews, the company 
revealed that it was looking out far Sega 
programmers to write conversions of four of their 
greatest hits* World Class Leaderboard looks 
destined to be one of the first conversions. 

Ocean is planning to develop its popular licences 
for the 8-bit Sega. This means biggies tike ffobocap 



and BaffTtaxi could be available on the Sega next 
year. There have also been unconfirmed rumours that 
Ocean is looking to develop an the PC Engine, but no 
details are available at present. 

It's obvious that Psy gnosis has a fetish for 
England's green and pleasant lands because it's not 
the money that keeps Psygnosis here - its primary 
source of income has always come from exporting 
16 -bit software to Japan and the States. The PC 
Engine is going down a bomb in those countries, so 
they're looking to release software for it here within 
the next year. Psygnosis has always prided itself on 
releasing some at the finest 16-bit software for the 
Amiga and PC and it 's looking to continue in this 
direction with the PC Engine, At the moment 
Psygnosis is keeping very quiet about its move into 
the console market, but we've been given to 
understand that some of its top programmers have 
been moved onto the PC Engine. 



ZERO 



99 



hJA J I] 14 CONSOLE 



DESPERATELY SEEKING 




Richard Monttero's thirst for 
hard news made him hit the 
streets Philip Ma Haw style in 
a bid to get his 'hot' 
Megadrive - quick. 

The air hurK] heavy with suspense. I 
took one last drag on my cigarette 
ana stubbed it out on the grimy 
street beiow. My trench-coat's rather 
large raised collars hid my face as I 
sneaked into a seedy East London store, 
Dodging l bearded, fat bouncer I started 
negotiating in whispered tones with a 
Httle Chinaman. "£180," he muttered. I 
gave him cash. He handed over a plain 
brown box which I quickly stuffed under 
my coat, Mission accomplished. I'd got 
my hands on a Mo gad rive! 

Yep r Saga's new sensation is just 
starting to make its way into the UK via 
numerous grey importers, but the 
Megadrive has been on sale in Japan 
since the end of fast year, According to 
Virgin Mastertronic, it's not going to be 
officially available here until next Easter. 
So it's not surprising then, that ardent 
games addicts are having to resort to the 




grey importers. We went and bought one 
especially, to provide you with a look at 
the new machine (that's our excuse and 
we're sticking lo it). 

One of the first things that hits you 
when you open the box is the way it 
looks. It's not just another console - 
there's no boring black lor even brown or 
grey) box here. The Megadrive looks the 
business- It's a cool man-black with a 
raised plastic disc and power switch and 
it's got slider volume controls and a 
cartridge-lock button, You've only got to 
look at the console to know the games 
are gonna blow your mind. 

After turning the Japanese manual on 
all sides, you realise it doesn't make any 
sense at all and bin it immediately. Now 
you can switch your attention to the 
controller. The kidney-shaped device 
consists of a standard 4-way control pad, 
a START/PAUSE button and three (yes r 



GETTING A MEGADRIVE 

A bit tricky really, but If you hunt 
araurtd tba adv*rfisment pa«j» 
you "re bound lo find undone 
imparting on A. 

W» cjot oun from Supervision 
Electronics on 0602 4751 51 , A 
Start modal (lor contortion to a 
monitor) cocts £ 1 SO whtl* a PAL 
versign (for connection to an 
ordinary TV) soils £105. 

Tho roal sling ij the software. 
It costs absolutely loads. For a lull 
list of what's available 
c o nta ct Supervision. -^fffmf 




HIGH PRIVATE EYE 



mysterious Atenadrlv*, I climbed into my 
Sinclair C5, positioned myself under a 
revolutionary particle de-am phesiver 
and shrunk myself down small enough 

cfcft. 
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s The ZHog ZeO central processor. Tfii* is the 
PU which actually controls the Amitrad CPC f 
pectrum and numerous ether I-bit machines. 
He-re r all It does is cc-crdmqte the running of 
other chip sets. If s included to maintain 
control *wtth the ft-bit Sega so that existing 
games will run okay. 

B: Customised SEGA chips control the whole 
basic operation. The sound chip looks after 
the three modes* The programmed sound 
generator keeps compatibility with the 
existing ft-bit Sega whilst two new modes 
have been added - FM stereo and pulse code 
modulation., The video chip looks after all the 
sprite movement, colour and scrolling. All 
three ore surface- maun led r so rf anything 
goes wrong here then you con kiss goodbye 
to your Megadrive. 

C: A 64K RAM chip handles the screen display 
as defined by the main Sega customised video 
chip, 

D; This beast is the main 64000 processor - 
the reel power behind the machine. This 
lo- bit chip ts the same as that found in the ST 
and Amiga. Backed up by specialist hardware 
scrolling and the customised Sega chips, it can 
perforin some incredible feats* 
E: All the screen output is handled here. The 
information to be sent to the screen is 
converted from digital to analogue and 
provides data tar composite video output and 
RF modulation, 

Fi An expansion port to be used by a future 
CO ROM player perhaps? 



100E333 



three!) playing buttons. Because of the 
shape of this controller, it fits neatly into 
the hand and can be gripped with easy 
access to all the buttons for both left and 
right-handed players. 

CHECK OUT THOSE SPECS 

There are already a handful of games 
available for the Megadrive, but you 
won't be seeing most of the software 
untif Virgin Mastertronic starts importing 
them around Easter next year, Grey 
importers are offering the best games 
now but at prices between £35 and £45 
compared to VIVTs proposed selling point 
of £20. However, for an extra £20 only 
you can buy a converter which will allow 
you the luxury of running existing Sega 
8-bit games on the Megadrive. 

When you look at the specifications 
for the machine you start to realise 
exactly what it will be capable of produc- 
ing. With a choree of 64 colours from a 
palette of 512 on a screen of 320 x 256 
pixels you can really perform some spec- 
tacular effects. Ded'oated hardware- 
scrolling and 64K of RAM are used to 
provide a picture which fills the complete 
area of a TV screen or monitor. 

Three different sound modes are also 
possible. The first of these is the pro- 
grammed sound generator - which is the 
same as the one in the Sega 8-bit, and 
has been included to maintain compati- 
bility. It's also got FM stereo sound and 
pulse code modulation. A set of stereo 
headphones can be plugged into the 
Megadrive and the volume adjusted via a 
front-panel volume controller. 

This isn't an Amiga without a key- 
board - it's virtually an arcade machine 
the size of a portable CD player, The few 
games available are ridiculously expen- 
sive! but nevertheless mare are coming. 
With the Nintendo 16-bit machine on its 
way and the Megadrive 'officially' due out 
for E gster, the console scene 
is really hotting up. By this 
time next year, who knows what 
we'll be seeing. 




Your Indispensable guide to 
crushing aliens, surviving 
levels and getting Super 
Mar fa into warp mad a* 



ACTION FIGHTER 
Saga 

When the helicopter appears, 
simply change into a motorbike and 
men back again and the chopper 
disappear*. 

ZILLION II 

Sega 

Ta defeat Baron Rick* without 
getting hurt just move ta rhe right- 
hand side wall When he 
approaches keep running right os 
be triei ta touch JJ, When he 
miss**, turn around and shoot him 
while jumping. 

FAN? ASY ZONE 
Sega 

Buy all the engine parts and the 
ship'* weapons will never run out. 

SUPER MARIO BROTHERS II 
Nintendo 

There are warp zones contained 
within Super Mario Bros ik Ta use 
them you need to find the potions 
next ta flower pots and use them* 

TEDDY BOY 

Sega 

When the title screen appears, move 
the control pad up, down, (eft, right 
and a new screen appears- Now 
press up and down nine times. Press 
button, 1 and you can select a 
starting round* 

GUNHED 

PC Engine 

A ship divides in two at the end of 
stage one* Don't attack it For about 
SO seconds and you'll get an extra 
10-up and 20 new bombs. 

QUARTET 
Sega 

On level % kill the monster, collect 
the key and star and then enter the 
warp dear twice for a bonus sheet! 

R-TYPE 

PC Engirt* 

Get all the way through the game 
without losing a lira and then press 
RUN when the end message 
appears* You'll find you get 
transported ta level five* 

MIKE TYSON'S PUNCH-OUT 
Nintendo 

To get your character to start on 
Super Macho Man choose CONTINUE 
and then enter the codest 267, 853, 
75 SB- This will take you into the 
fight just before the Dream Bout 
with Mike Tyson. 



WANTED 

Ihe best ploying tips in the planet. 
What's mare the hottest game hint of 
the month will be rewarded with the 
latest console software releases-- We 
also want your maps, tactics and 
cheat cades so get scribblin' or else. 
(Or else wltar? Ed.} 
frnw well send in all your secrets to 
Cheat! Console Action, ZERO, Dennis 
Publishing Ltd, 14 Rathbone Place, 
London, WIP IDE, Don't forget to tell 
us which machine you own. 



CONSOLE /T 



ALEX KIDD 

IN HIGH TECH WORLD 



Virgin Maste rtvonk / £32,95/ Sega 

Boy, this guy *s weird - just take a 
v } look at those ears. The crown 

prince of Radoctian (Alex Kidd lo 
you and me) pops up again in this latest 
of the Atex Kidd series. In this adventure 
our hero has a lot on his plate as his 
quest is to get to a new video arcade - 
the High Tech World, 

It wouldn't seem such an ambitious 
task if the whole thing wasn't confused 
by someone even uglier than Alex. We're 
talking about Alex's friend r Paul (best not 
to ask any questions about that) who's 
found a map of the High Tech World, 
ripped it into eight pieces and scattered 
them across the castle. 

You control Alex (and his ears! in his 
plight to track down the pieces. When 
youVe found them - and this is no 
simple challenge with just one life - you 
step out of the castle and into a bunch of 
marauding Ninjas. Weird? You betf 
They're ail armed with lethal shirikens 
and youVe got to get through the forest 
using your own shirikens as defence. 

If you survive this you get back into 
the final adventure sequence set in a 
village. You win the game by tracking 
down a travel pass to the arcade and 
taking it to the checkpoint. 

The graphics are cute and fun but 
don't compete with the other Atex KiJd 
games. Sound consists of a constantly- 
playing background tune with the 
occasional extra effects from such things 
as the record deck and telephone. 

But it's the e<isc with which you can 
lose your one life that is the most 
annoying part of this game. If you fall 
down a ladder or even wear armour - 
you've had it. 

All of the Atex Kidd games have tried 
to be as cutesy as possible and this one 
is no exception. Even the interaction with 
other characters reiterates this. After all, 
how many other games would have you 
trying to get to a video arcade? Where's 
the blood and guts? 

Hi-Tech World lacks the addictive 
qualities of previous games, but it's still a 
great challenge. If you're an adventure 
addict you'll love the environment which 
mixes multiple choice selections with 
information about the scene, 
conversation and even a quiz. The arcade 
section makes a really welcome change 
but it seems oddly out of place in an 
adventure and it's hard to how 
Ninjas have managed to make it into the 
plot. Still r nobody said that the world of 
Alex Kidd was ordinary. 



THE VERDICT 




Call up a map al your location In the cattle to 
find Mary again* 




HOW HANV BONES ftCE THEBE I« 
FM£ HUMAN BODV? 



This test It worn than a biophysics- <rCSf but 
you've got to pet every question right to get 
that piece al the map. 




CAUGHT MAPPING 

Most of your time will be 
spent wandering up arid 
* down ladder* and looking 
Into rooms inside Ihe 
castle. Too have a time 
limit in which to find all 
the map* To win you really 
need to find Mary who will 
give you a multiple choice 
test. Get every answer 
correct and she hands over 
a piece off the map. Along 
the way you can pick up 
keys to the safe, dial 
friends on the telephone 
and get help from signs on 
the wall* 

If you collect all the pieces 
of the map and get ovt of 
the castle, you're given a 
password to use on subse- 
quent games. This is 
da mn ed useful 

because you t J "fr "f 
don't need to go ^lnK-S3^ 
through the castle J^*ir\ 
sequence again. 




ST 

MICROSOFT 
WRiTE 
£49-95 




MAIL 
ORDER 




ST' 

v.i.p y' E 
pror\ jce 



MAIL 
ORDER 



£29.95 



6 BON D STREET, IPSWICH , SUFFOLK IP4 1 JB 

SA DOG S HEAD STREET, IPSWICH. SUFFOLK (RETAIL) 3QA OSBORNE STREET, COLCHESTEH, ESSEX (RETA 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 
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ATARI HARDWARE 



ATARI 520 EXPLORER PACK 

T game, mouse, manuals, basic and Ian 
guage disc 
E 269. 95 



ATARI 520 POWERPACK 

20 games, business organiser, 1st basic, 
music maker and joystick 



ATARI t04D STFM 

modulator, mouse and mnnuals 
£399,95 



ATARf 1040 STFM BUSINESS PACK 

As above, with database, spreadsheet, 
wordprocessor and ST basic 
£449.95 



ATARI SCI 224 

Colour monitor 
£299 95 



ATARI SM124 

Monochrome,? monitor 
v« 9 3 -j 



EXTERNAL DRIVE 

Cumana 1 meg 
£109.95 



PC ENGINE 

16 bit games machine {scart version) 
£199,95 



PC ENGINE 

16 bit games machine (PAL version} 
£229.95 



SEGA MEGA DRFVE 

16 bit games machine 
El 99.95 



ATARI MEGA FILE 3D 

Hard drive 
E449.95 



ATARI MEGA FILE 60 

Hard drive 
£599.95 



PC DITTO 1 1 

PC emulator 
£229.95 



ST 
BASIC 
£9.95 



JOYSTICKS 

Cheetha 125 £6.99 

OS turbo £7.99 

Cheetha Starprobe £1 1 .99 

Euromax Pacemaker £24.99 

Pro 5000 glo green £12.99 

Euromax Prof. 9000 £1 1 .99 

Pro 5000 gio red £12.99 

Konix Navigator £1 1.99 

DISC BOXES 

3.5 40 holder lockable £5.99 

3.5 SO holder lockabfe.... .,,£7.99 

5.25 50 holder lockable...... £4,99 

5.25 1 20 holder lockable £6.99 



ALL OUR HARDWARE INCLUDES VAT 
AND FREE DELIVERY, UK MAINLAND 
ONLY. NEXT DAY DELIVERY BY 
ARRANGEMENT MOST WORKING DAYS. 



PRO SOUND DESIGNER GOLD 

Souno sampl&r 



VIDI 

Real time video digitiser 
£99,95 



AMIGA HARDWARE 



AMIGA 500 BATMAN PACK 

Barman (The Movie) Interceptor, NZ Story, 
Deluxe Paint II, mouse, modulator and 
manuals 
069.95 



AMIGA 500 + 1064S 

As above wrlh Batman pack and 1004s 
Colour monitor 
£599.95 



AMIGA 500 CLASS OF 90 PACK 

Deluxe Paint II. Superbase Personal, 
Ma* i plan A 500, Doctor Midi recording studio , 

Date I MIDI interface, BBC emulator + 
programs, Amiga logo, 10 3.5 discs, mouse 
mat, disc wallet and education support file 
from Commodore 
£499.95 





C1 900 




Monochrome monitor 




£99.95 




10S4S , 




Colour monitor 




£249,95 



ALL OUR HARDWARE INCLUDES VAT 
AND FREE DELIVERY, UK MAINLAND 
ONLY. NEXT DAY DELIVERY BY 
ARRANGEMENT MOST WORKING DAYS 



PERIPHERALS/DISCS 



DISC BOXES WITH DISCS 

3.5 40 holder lockable with 

10 3.5 dsdd discs 

3.5 40 holder lockable with 

20 3.5 dsdd dfscs 

3.5 40 holder lockable with 

40 3.5 dsdd discs 

3.5 80 holder lockable with 

10 3.5 dsdd discs 

3.5 80 holder lockable with 

40 3,5 dsdd discs , 

3.5 80 holder fockable with 
30 3.5 dsdd discs 



£12.99 

E19.99 

£33.99 

£15.99 

....£35.99 
, -,£55.99 



512K EXPANSION 

+ clock card 
£99.95 



EXTERNAL DRIVE 

Curnana 1 meg 
£99,95 



PC ENGINE PLUS 

16 bit games machine (scart version) 
£1 99.95 



PC ENGINE PLUS 

T6 bil games machine (PAL version} 
£229.95 



SEGA MEGA DRIVE 

16 bit games machrne 
£199,95 



A590 HARD DRIVE 

20 meg hard drive 
£369.95 



DiGIVIEW GOLD 

Video digitiser and adaptor 
£149,95 



8802 GENLOCK 

Merge computer graphics with live video 
£249 95 



PUBLISHERS CHOICE 

DTP package including Pagesetter and 
Kind words 
£99.95 



ECE MJDJ 500 2000 

MIDf interface 
£49.95 



MUSIC X 

The music package! 
£199,95 



AEGFS SONJX 

Composition and MIDI controJ 
C49.95 



20 


50 


100 


14.99 


34.99 


59.99 


22.99 


54.99 


99.99 



DISCS 

QTY 10 

3,5 dsdd 7.99 
3.5 dsdd 
(SONY) 1 1 ,99 



PERIPHERALS 

Replacement mouse 

+ mouse holder + mouse mat ... 

Four player adaptor 

Joystick extender 

Mouse mat 

cover 

- w i I I i i i ■. . ............ 



£29.95 

£5.95 

£5,95 

£4,9£ 

£4 



ST 

SUPERBASE 
PERSONAL 

£29.95 



PUlERS 1 

tE 

am 
3 



1Q0 




S9.99 




19,99 




9.95| 




5-95 




5.95 




4.95 
4£5 





MAIL 
ORDER 




MAIL 
ORDER 



AMIGA 
AMOS 

£34.95 



6 BOND STREET, IPSWICH, SUFFOLK IP4 1JB 

iA DOG'S HEAD 5THEET. IPSWICH, SUFFOLK, (RETAIL) ^ ^^^^ 36A OSBORNE STREET, COLCHESTER, ESSEX, (RETAIL) 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 



ST AMIGA 

Guar C 13.99 13*9 

30 Pool 15-99 1599 

ActfCijis CioKJ*" Shpt 13.99 1699 

Aiertd Beast 13,» i&» 



16.99 16.99 

13 99 1399 

■5 9* 15.99 

tg.99 19,99 

2-fl 99 24.99 



Aslarofln ... ..I . i 

A.P.B 

ftCl^r Fipnter 

Artnr 1 D r 2 (ccmplalanl 

AQuartfflura 

/wbI =, Mapc HarmiHr 13.99 . 1 13 S3 

Balance Po^flr '990 1$ 99 15.99 

Barnarmn II |Palnce; 16.99 16 09 

Barrjanan ii (Ps-rtinQBlBfr , 16 99 , ifi.99 

Barium Knqh* _ .....13.99 16 59 

BanJed^eaa 16 99 1699 

Batman |Tha Mqv«} 13.99 16.99 

Biffnart -16.99 1699 

BlMA-vCfl 16 99 16 99 

Blncdwyrh idn:n dtsksl 12.99 12.99 

BlOOd Money 16 99 „ 1699 

B**cn Volcy „ ....13.99 1&99 

Butfev&ley i:.un? 

Blarji? Wjvthk - 15.99 1 5 99 

BadCMipAftr t2.» •,„, • (Mi 

E^eot Augr/aftf 15.99 15 99 

Bote 12.99 . l?99 

£ia&e HO 13.99 16 99 

Cians Slnkes Back, 1 3.99 1 3 99 

Caafi Warrtw „.„„„, 16 99 i*99 

Calrprna Games 13.99 i]99 

CaftaJ 13.99 1699 

former. Ewope ifi.99 ... 16.99 

CanlmenlaJ Cirtui 13.99 13 99 

C^nKSOTWrKti .16.99 1699 

Cathage 15.99 15 99 

Codetta IMS 

C+vcnga 12.99 12.99 

Commando 12.99 



ST AMIGA 

&im BJEfld .IS 99 13 99 

GhOilOuSlaf B II 1 a.9fl 16.99 

GuraJlfcn 15.99 »S99 

Games Summer eddwn .... r i 3 99 1 3.99 

tVeenpeaci? 1 5.99 15.99 

Gariy Linnifhar iS. SWIB 1399 13.99 

□ore 16.99 16.99 

Guilnav Taroe 1399 16 93 

Hiql^ay Parrd ... . ... ... 1599 15.99 

Hi Mar _ 1699 ........... 16 99 

Heavy MBUI 1^99 ...16.99 

Ha-d Dnving 13.99 13.99 

H.A.T.E. .14*9 13-99 

Hound Ol SMadcw „ 16.99 16.99 

Hrt Shoe .......14*9 13-99 

•ndana June* ILucas Fane? 1*59 - ..16.99 

tarjana Jmnn |USGrid| 13.99 13.99 

hrtnhoa 1499 16» 

InleelC-n 1299 12.99 

Iron Tracker 1299 1?99 

iniesiabon 1*59 16.99 

Inlerphase 15.99 15 99 

Mer national AtWeUca i* 99 1 2.99 

It CameirarMhe Desert „ 19.99 

Impossible Madon n 16-99 16.99 

Jack Bogt 1*99 16 99 

Jttk ihe Hipper 1*99, i?99 

Kun 15.99 15 99 

Kick OH 12.99 1299 

K.ck OtIE »1ra Tims . 9.99 999 

Kryshal 19.99 1999 

KHUrHThrtrt „ ■ 16*19 

Killnrj Gami? fihciw 13.99 1 1 99 

KntghTlwce 16.99 15-99 

Laser Squad - 1299 13 99 



Chambers of Ehartin „ 12.99 . 

Chets^aswi' 20M . 1 5 99 

Dwk&dn 16.99 . 

OaQCn Ni^iia. 13.99 

CMrauon Maswr 16 99 

Dungeon Master EdriOf 9.99 

PreadnrjugM 1399 

Demons Tarr* 13.99 

E>eHard 13.99 

Dragpn Sprit 1299 

Dan Fusion _ .13.99 

Cra4«n 1M0 - 

Dvamie Du*. 1 3 99 

C?U5fe Dragon II 13-99 

D09S.0I War 12 99 

Dragons or i-iame ib 99 

□ynamc Debugger 15 99 

EilB lb 99 

Epoch 

Eieoi Herculea 16 99 

EytQiHorut 15 99 

Flash DrSgM 13.B9 

F?9 Raxaiiaror . , i3,» 

Fi9Swatlh Fiflhltw _ 15.99 

F'eCcmbalPiol . 15.99 

FaJcan !6.99 

Falcon Mr5.-5.or 1 Pahe ... 13 99 

Ferajri Formula One 16.99 

Frjrgorcen WtXkJe. 13.99 

FoDthaliaraMha Yur , 

FbbI Lane 



Fr*i<flnsr*in - 12.99 

Fuiure Wa/s „ 16.99 

Fording Swxar 13.99 

FkWdisI Freddy 19.99 

Fgmar Bomber 16 99 

Gcrnri Wng 13.99 

GhoJs and QhQSlS 13.99 

Gmnl? i ixinnilfihon) 19.49 19 99 

Qotdragom DoniaHi 12.99 12.99 

Or^nd Mnnslgr SJam ,„, 13 99 13 99 



15 99 

15,99 

16.99 

16 99 

16.99 

9.99 

I3.» 

T3.99 

16.» 

13.99 

1399 

19.99 

... 16.99 

1 3.99 

12.99 

16.99 

15.99 

15 &9 

15.99. _ 1699 

1599 

1 5.99 

13.99 

1639 
1599 

IBII 15^99 

1999 

1399 

1699 

13 99 

13.99 13 99 

12.99 12 99 

12.99 

16.99 

1699 

19.99 

19.99 

13.99 

16.99 



Legend c/ Djd .....16.99 

Licence 10 K.ll .. ,,,„, Pllir -„.. 13.99 

Leajri: EiL.il Larry II 19.99 

Li^niforoe -Icornplalionl 16-99 

Lorrtjard R A.C. Ftallf 16.99 

Lends 01 ihe Hiaing Sun 

Las1 Nmia ii 16.99 

Leal Patrol 13.99 

Liverpool iS-99 

Lnmcnsler _ 12.99 

Lasi &iun1man 12,99 

Mane Mansion ... 16.99 

k*troprose Soccer 15 99 

Mr He* „,...., , 16.99 

Mapr JahnsOfi 12.99 

Murder m Yenc* lfi.99 

Manna Marauders 16.99 

Moanwafcer . „, ., 13.99 

Hir^a warrnr 13.99 

New Zealand 5«ry ,., 13 99 

North and South 15.99 

Nejiamancer 

Nevflrrmnd ... 13-99 

Qperalnn Tiiundkfrtxjrl 13.99 

Ou|r U ft Europa ,,.,„..„,.,.„,„..,„,,,. 1999 

r>innlal 15.99 

Otaiaughi 13 99 

Qqi* .._ 15,99 

Paparbojr 12 99 

RniHil Ugfc 13.99 

Pok»OueM|| 16.99 

Pods 01 fiadianca 16.99 

PapulOutS 16.99 

Populous- idata <3&z\ 9-99 

Pawcrdrorne _ 16.99 

PeedOuB Meiei ilcompialumi 1 6 99 

PrBfninr Cr>lr?clKin lonnnlnhonl 19.99 

Pe-sonai Knql " i>arfl 19.99 

Hrsdator „ ,„ „ ...13.99 

Player Manarjor 12.99 

P47 15 99 

Ppwerdr* 13.99 

Paa*r>fl ShOl 13.99 

Pitfionary 16-99 



■ E 3? 

13.99 

■ ii ■!! 
■o93 

"9 9iJ 
6.99 
699 
5.99 



6.99 
599 
5.99 
2.99 
5.99 
6.99 
6.99 
3.99 
6 99 
5.99 
6 99 
3.99 
6 99 
p<>9 
599 
399 
5.99 
299 
& 99 
6 39 
6 99 
f 39 

£ 99 
6 99 
9 99 
9 99 

lis 
2.99 
5 99 
6.99 
6.99 
699 



ST AMIGA 

Pane Slafiort 13.99 13 99 

OJBTtZ 15.99 1&-99 

Quarter Back 1 3.99 1 3.99 

Owes* lor Time B*d .. 1999 ,., 1999 

Hed Heal 13 99 1*99 

Renegade 13_99 16.99 

HicK Dangerous iS-99 ifi-99 

fictjgeap 13.99 _.. ..16.99 

HoAet Parser ................ 1&99 19 99 

Hyn tna-GaurtW 13.99 16.99 

q.V.F. Honda 15.99 15 99 

fled SlO"n Rt&rigi 15.99 15.99 

flnnbow Island* 15.99 15 99 

fllBK 13-99 13.99 

flaly Cress 12 99 12.98 

S.E.UC K 1999 19 99 

Space Savage . „ 13.99 13.99 

Slrric 13.99 13 99 

Side/ 13.99 16-99 

S-lkwrxn 13.99 13.99 

Skwaek 13.99 13 99 

Space Quasi n 19-99 -- '9.99 

SgeeObaJI .„ 16.99 16 99 

Sieve Daws Snoo*ip- 12.99 12.99 

ST.Q.S 1B.99 

5wry 50 Far 1 (compialom if. 99 1299 

Story So Far 3 icomplaWfl) „ 1 2.99 1 2 99 

STUM Car 15 99 1 5 99 

Shno& 1399 1399 

Streel Figfiling Mart „..„ 13.99 13.99 

Scroll .1299 1299 

Sw&rdal Twilighl - 16 99 

Sia-warS IcOTpiahiHi; 16.99 16 99 

SN/ttiepuck Caha 1399 1399 

Super Saamhle Snlutalcrr 13.99 1399 

Super WflrdertKjy ... ... .. ...... .......... 13.49 16 99 

Sktiz 13.99 13.99 

Sipheed . 1999 1*99 

Steeping Gods Lie 15.99 "5 99 

Solder 2000 12.99 12 99 

SMyvr 13.99 13.99 

SlOrrnlOrll 13.90 t3.99 

SnadwwanheBeBBi . 3499 M.99 

SlarBaifr 1399 T3.99 

Sjptf QuiHlel 1599 15 99 

Srn City 1999 19.99 

Samiartd Greartie 13.99 13.99 

Sew SateE 01 Jarrtiaia , 19.99 iS-99 

Slar Ccmrnand 19.99 19.99 

SWiBf Crusade , .„,,„.„.,„„. .,„.., ...„..„ ,.2+99 

Supar Cart 1 3.99 1 3.99 

S^tenaade ,13,99 13 99 

Triad II ImrrpluhanJ 16.99 16.99 

TaatDrfcell 16.99 

TV Spgds fqpoaail 16.99 1&99 

Trrwsl Puftjil ^Fa/nilr Edn^ni 1 6 99 „ 1 5.99 

Tatoe 'pnOlM i?-99 I?H!? 

Tirtn 12.99 _1299 

Th-ill Time Plalmum IcompilaDOn) 15 99 15 99 

T^ry/s Big Advamuni 12.99 12.99 

Trnna 12.99 15.99 

Trac* Attack 13 99 16 99 

Ti»bO Outrun 13.99 16.99 

UtiimaieGo* 1699 16.99 

UHimale Darts _ 13.99 13.99 

UnUbChBJblea 1399 16.99 

LJnivernclll 12J99 12 99 

UMS II 15 99 15.99 

Ljfcrna. V 1J.99 ij.99 

YidlantB 13.99 10.99 

UeTninalor , ,,,,,, .... 19.99 1 .. „, ., 

War n Middle Earih 13.99 13.99 

WaieflOO 15.99 15.99 

wE.C-LaMans 13.99 16 99 

Wa«p 12.99 12.99 

Wimef B <COmplalKJn| „, „ .,,.,..,.,,„.„ 19 SB .................... 19 99 

Xanopholw 15.99 15 99 

Xafxmll 16.99 15.99 

Xybols 1399 li*9 
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P^rtn^s M . James ami L.K. Mile hell TOTAL £ " 





Name: 

Address 



Tel No: 

Have you ordered from us before{yes/no); 



ZERO DEC 



AMIGA 
\ DELUXE 
^ PAINT 
E 59-95 




Cheques and) Posial ordSers payable to SOFTS ell FIRS- Past $ Packing Fr« In UK, 
Over**ss C1 .50 p*r lltm. Subjscl lo iviHitrillty and pric* ch*ng* wiinoml iwtlcs. Net ?iii titles F6l6a^d m lime of gomg io press 




AMIGA 
DELUXE 
VIDEO III 

£59.95 



CONTACT CHRIS SKINNER ON 01-631 1433 
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ADVENTURE 
HELPLINE 




Do you pJay computer 
adventures? 
Have you ever been faced 
with a seemingly 
impossible situation? 

WE CAN HELP YOU 

Our Adventure rescue 
team work 7 days and 
evenings a week and we 
will be pleased to answer 
your queries. 

We deal with any game 

on any computer. 
So if you are tearing your 
hair out ring this number 
now. 

0898 338 933 

Keep this number safe 
2 5p per m i nute off peak 3 8 p 
per minute psak time 



COMPUTER 
REPAIRS 



ATARI ST520 UPGRADE 
AMSTRAD 

Ring for prices 

COMMODORE 64 - £28 
SPECTRUM + 2- £25 

For a prompt and 
personal service 
by qualified engineers 
including 

"Free Estimates 
* 1 Week Turnaround 
*3 month warranty 

Contact 
AVC 

c/o ORT/GEC (TEC Ltd 

ME LB A STREET 
MANCHESTER Mil 1FL 

TEL: 
061-301 2210 



Europes Largest Stock of 
Video Games & 
Cartridges For- 



TEL EG AMES 




(Ninlervdo) 



A 



2600 
and 




NINTENDO 
GAMEBOY 



SNA /71EGIX DRIVE 

The leading Video game specialists. 
Send for lists{state make of game) 

,WIGSTON,LEICESTER, 
(0533 880445) 



LE8 1TE. 



CAPITAL 
COMPUTERS 

12 HOME ST TOtLCROSS, EDINBURGH 
TEL: 03I-228-4410 

AlVIiGA A500 
BATMAN PACK 

Includes Batman (The Movie), 
New Zealand Story, ITPaini TT &. Interceptor 

ONLY £379 



JK ATARI' 520STFM 

"Explorer Pack" £289 
"Power Pack" £389 

With Word Proceartr* DaJ abase, Art Phages £ EJlililbs. 



C' Commodore 

CBM 64c LIGHT 
FANTASTIC R\CK 

Includes DatacasseUc, 
Light Gun, 3D Glasses 
and 1 8 S of iwaiv l ilies 

ONLY £145 




PC 2 086 
RANGE 

DM. Drive EGA £ 918 
30 Mb H/Driw £1148 

DbL Drive VGA £1033 
30 Mb H/Drtw £1263 

+ DOS 3.3, Mouse, Lotus 
Symphony &. Windows 



mwSM LC-IOCIr. £249 
Printm LC24-1Q £290 

Price Include* Interlace Cabk &. Paper, 


PYFIFAX 

(GRADE 3 1AX} 

£599 ex .vat 

IxaHin^, .iv.Lt Lkh-k 


Games 

RRP £T 

3 bit £ 939 £ ft. 50 
16 bit £19.99 £17.50 


3V 2 " Suny:£l6/box 
£1.70 each 
k N Bulk : £I4/box 
I V ' £150 each 




COMPUTER CENTER 

122 WEST NILE ST, GLASGOW 
TEL: 041-332-8246 



TITAN GAMES 

45 Windmill Lane, Worksop, Notts. 580 2SQ 



ATARI ST ADVENTURE GAMES 

Shard j of Time. ,.,£ 7,88 Blacfcstar Mountain „ .... £ 7 .99 

* GRAPHICALLY" ENHANCED 1 0405T VERSIONS ARE FVOW 
AVAILABLE FOR JUS? f B£9 EACH * 
SCENARIO DISKS FOR USE WITH THE UNIVERSAL MklTARY SIMULATOR 

Roman War* 1 [7.99 Battles Through The Ages.... E7.99 

Roman Wan 2~ ., - .„-f 7.99 War niori ol Atlantis £ 7.99 

Scottish Wars ...£7.99 Mongol Wars..... -...MM 

+ PURCHASE 2 OH MOftE OF OUH SCENARIO DISKS 
AT A SPECIAL PRICE OF 1 5 99 EACH * 
PUBLIC DOMAIN ADVENTURE SOFTWARE 

Colossal Cave. f2,50 £1 Baza City £2 50 

Clark -less i 5 ForevcT. E2 50 Wizards Towfjr , [2.50 

All goods sent by return of post 
Telephone 0909 483017 for further details 



CONSOLE /TTTT 




RUSH'N ATTACK 



Konami/f a 2.9 5/Nintendo 



An angry soldier screams "Get 
'im! Gof Go! Go!" You strap on 
your parachute, dive out of the plane and 
prepare for 9 bumpy landing. This is 
Rush'n Attack - Nintendo's latest and 
most violent offering. 

You r ve been dropped, deep behind 
enemy lines. Dozens of American POWs 
are imprisoned in one of the heavily 
guarded armed bases, Your avowed duty 
is to rescue the prisoners by infiltrating 
the enemy base. Once you've got your 
allies out, you need to destroy the base 
so that it can't be used again. 

But having learnt this objective, you 
can now forget it - the battle is all about 
keeping yourself alive - the POWs come 
a poor second compared to thatf Along 
the way you encounter endless amounts 
of enemy soldiers and every one must be 
either knifed or blasted if you're going to 
survive the challenge. The knife is your 
main weapon and can never be 
taken away from you but you'll 
also acquire other weapons 
along the way. For example, 
arm yourself with a bazooka 
and you can blast through half 
a du^en soldiers in one go. 
Power like that would even 
make Rambo quake in his boots. 

The game scrolls horizon- 
tally and though you can only 
move forwards soldiers ap- 
proach From both sides in 
droves. Much of each level is split into two 
halves. Like in level one where you can 
run along the ground or climb up ladders 
and dash along a bridge. Climbing the 
ladders does not, unfortunatefy, let you 
escape attack. The bad yuys have this 
infuriating habit of climbing up after you 
and, fike a bad curry r they have no 
intention of leaving you alone. 

There are six different levels 
altogether. The first is by far the easiest 
with just infantrymen and karate soldiers 
to contend with. The bad guys in this 
level are cannon fodder, and completing 
this level is easy once you've realised 
which bits of the landscape to avoid, 



on them and you're dead! 

Level two is set in an airport and is 
half as big again as level one. Here, the 
pistol soldiers and sharpshooters pop up 
for a piece of the action. Annoyingly, 
they fire at you from the top of 
surveillance towers and the only real way 
to get past them is to dodge their 
firepower. Other frustrating enemies are 
the rocket men, One way to handle these 
fellows is to wait for them to swoop low 
and then leap up with your knife. 

Both level u'ie and two are made 
easier if you can nab a bazooka, but in 
level three a pistol and invincibility star 
become available. These are essential if 
you want to clear the level. Here you're 
placed in a naval base, chased by 
soldiers and giant dobermans. The 
dobermans crop up at the end of the 
level and are best obliterated by lying 
down on the ground and attacking each 




Mines are scattered everywhere - stamp 



Level two - at the fill-part, A whole new set of 
soldiers to negotiate with, but you can ao It. 

one as it comes to maul you. 

When you reach the end of each of the 
levels, the screen stops scrolling and 
suddenly what seems like hundreds of 
enemy soldiers come at you. They don't 
take much beating, but it's the sheer 
number of them that's frightening. Wipe 
this lot out successfully rtnrj you're 
through to the next level where things 
get increasingly harder. 

The display scrolls horizontally at a 
-ensnnably smooth pace. The various 
characters move jerkily, but this is hardly 
surprising since only two frames of 
animation ore used in the running 
movement. Even so, the impression of 
running is successfully created. The 





Now you've got your hands an tho bazooka you 
can 90 for soma serious killing. 

action shifts alony very quickly and 
there's so much going on all the timej 
that when you're attacked from all quar- 
ters it can be hard keeping up with the 
pace. The backgrounds are brilliant with 
so -Tie of the best graphics available on 
the Nintendo despite the tedious tune 
which insists on aceornpaning them 
throughout the game. 

Rush'n Attack is no Super Msrfo 
Brothers. The aim of the game is to kill 
everything that moves while avoiding 
land mines. Whip out your trusty knife 
and aim straight for the stomach if 
you r re going to get past even the first 
soldiers! Pacifists really should steer 
clear of this one. 

The enemy soldiers all come at you In 
roughly the same place with each game, 
which means that you can spend time 
working out how to get round certain 
problems. This always makes things 
more interesting and never more so than 
in Rush'N Attack. While the option for 
simultaneous play with a second player 
is one of the game's best features. 

THE VERDICT /T1 ^ 




Avoid tho mines - stop on than and you'll be 
pushing up da 1*1*** 




Avoid! tho guy* In tho watch rower - thoy 
moan serious business. 



GOING FOR GUTS 

The knife is your standard method of 
defence but along the way you can 
accumulate various other weaponry to 
help out* For example, there are 
snipers who sneak along the ground 
and by stabbing these you can pick up 
the massive bazooka that they drop. 
Armed with this, you can fire a limited 
number of shots at oncoming enemies, 
These shars ana very useful since one 
shot con do a nifty job of wiping out 
several soldiers at once. 

You can also pick a variety of ather 
important extra weaponry* the pistol, 
hand grenade and invincibility star 
help our enormously when the going 



gets really tough. The hand grenade is 
brilliant because you can just toss one of 
these at the opposition and watch 
smugly as they're blown into a million 
separate pieces. Unfortunately hand 
grenades have to be used within a 
certain time limit which seems grossly 
unfair because they're needed most for 
the end -of -level bad guys- 

Acquiring the pistol makes it easy to 
kill said iers from a distance. When you've 
used a certain number of bullets the 
pistol becomes useless and you drop it* 

The hardest extra weapon to acquire is 
the invincibility star. Ir only lasts for a j% 
short tin-it; but within th is I i rn it you a re 1 
totally immune from attack. You can TT 
wa n de r H bleary -ey ed r pnto mi nes and 
they won't affect you at all. 1/ 
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VIDEOS 



PEGGY SUE 
GOT MARRIED 



Out new* Cart 1 5» CBS 
Fox Video* Prlf* £9.99. 

"If I had my life again..." is 
a familiar lament- Well 
Kathleen Romanving The 
Stone Turner gets just that 
in this box office hit. Peggy 
Sup (Kathleen) passes out 
at her high school reunion 
ball only to wake up back in 
the sixties. While re-living her youth, she 
decides she might as well make goad a few 
mistakes - like not marrying her husband, 
Charlie. (Hmm, dodgy stuff). 



Does your trigger finger twitch when 
you're watching Neighbours? Have 
you got icons on the brain or do you 
dream in 16-bit simulations? If so, 
then clearly a strong dose of Stuff is 
in order. This month we prescribe a 
trip to the flicks or your local vid' 
shop where hopefully the latest 
movie releases will take your minds 
off all that slaying and screeching,. 




Out now. Corf IB. CBS 
Wm Video* Priw £29.99. 
Pro a darter only, f 9.99, 

If you can never decide 
which Schwarzenegger film 
is the most violent or if you 
simply have difficulty telling 
Arnie r s films apart (shame on 
you I), you might be interested 
in this triple action pack of his 
vids. The set consists of Raw 
De&l T Commando and the 
newly released Predator. If 
that's rather too myth blood 
and guts in one box, then you can buy Predator on its own and watch the gun and 
machete-toting Amie battle it out in the jungle with his team of commandos who 
are being slaughtered by a mysterious predator. Keep up ?e gut verk Arnie! 



THE LAIR OF THE WHITE WORM 



Out now. Cart Hi Vetftren 
Video. Rental only. 

A tongue-in-cheek vampire 
film? There's a joke in there 
somewhere, but with Ken 
Russell as director, tongues- 
in-cheeks are likely to be the 



'tiost p vn^in* things you see in 
this tale of a female vampire 
based on the novel by Bram 
Stoker. Here the cast have to 
grapple with pagan terror, 
savage rituals and a whole load 
of special effects. It all starts 
when the guy from Loc&i H&ro 
(er... Peter Capaldi} unearths a 
prehistoric skull of "indetermi- 
nate age and species/' Then 
the topless girl from Castaway 
(erm... you know... Amanda 
□onohoe) pinches the skull 
which is where the gore 
{sorry- fun!) really starts, 





MAC AND ME 



Out now. Cart U* On Nd Han* Video. 
Rental only* 

Hankies all round if you want to get through 
this big dollop of sentiment cast very much in 
the ET mould. MAC is an alien (a 
Mysterious Alien Creature to be 
precise) who has arrived on earth 
and lost his family. With the help 
of 10-year-old earthling, Eric, and 
his sickeningly nice family, MAC 
tries to find his mg p pa and sis. 
Drama is provided by a gang 
of government agents who 
are attempting tp catch MAC 
for use in their experiments, 
ff yqu've got a sweet tooth 
and an embarrassingly 
low mental age, it could 
be right up your street. 



BIG TROUBLE 
LITTLE CHINA 



Out now. C«rtl 5. CBS Fok 
Vl«le©« Prlco £9.99. 

Big trouble? You're telling me it's 
big trouble. If Chinatown's like 
this then ifs steak and kidney 
pies for us from now on. Fun 
levin" truck driver Jack Burton 
(Kurt Russell) hasn't even time to 
decide if he wants his rice boiled 
before he J s launched into a world 
of ghosts, monsters and kung fu 
and that's only for starters. 
There's plenty of mayhem and 
magic, Watch this video and you 
may never eat a spring roll again. 
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GREAT BALLS OF FIRE 



Out ntw, Cert 15. Orion Pictures 

They don't make rock TV rollers like Jerry 
Lee Lewis anymore. His turbulent life is 

charted in thi^ movie 
which stars Dennis In- 
nerspace Quaid as 
"The Killer. 1 Great 
Batis O f Fire concen- 
t rates on just two 
years in the living 
legend's long career: 
1956, when he 
rocketed to fame with 
a string of hits r and 
195B which saw the 
first of many seem- 
ingJy disastrous 
setbacks when, on a tour of England, his 
cradle-snatching exploits were revealed, 
(He'd just married his 13-year-old cousin I) 
K nothing else, it's got a great soundtrack! 





STAR TREK Vs THE FINAL FRONTIER 



Out Now. Cart PH, Paramount Pictures. 

Yeah, the crew of the Starship Enterprise are still 'oldly going 
where no geriatrics have gone before. For film No 5 we've moved on to 
star-date 8464.130 {whatever that meansl and it s time for Kirk, Spock and Co to 
bugger off and save the universe again. In this one, the crew are kidnapped by a 
maverick Vulcan and are forced to zoom off at warp factor 10 to find the meaning of life 
in the heart of the universe (cinch, eh?). Captain Kirk, welf William Shatner really, 
directed and co-wrote this Trekkie film, it's oozing with excitement and special effects 
but, as with aN Star Trek films, the foot is hard down on the humour pedaL 



GHOSTBUSTERS II 



I 



it's 



to 
kj 
rid 
u 



■LI 

in, 



Out now. Corf PO* 
Columbia Tri-Sfar* 

Prepare to be slimed J Bin 
Murray r Dan Aykroyd and 
Sigourney Weaver are back 
in action and ready to save 
the world again. This sequel 
picks up four years on from 
the original film. New York 
has been invaded by gallons 
of ectoplasm, caused by the 



bad thoughts of all the city 
folk, and Siggy's. baby 
(Barrett) is kidnapped. 

We're $ure that whatever 
the plot's like it'll still take 
loads of dosh at the box- 
office this Christmas Oh H 
and if you can't get enough 
of the movie - there's always 
the Ghv$tbu$ter$ it game 
thanks to Activisjon. Spook! 






Out now. 
Corf 1 J* MP* 

Michael Keaton has a 
problem {Doesn't he 
think he's a hat? Ed. I 
You see r he's got this 
habit of belting people 
who annoy him - and 
he annoys easily. Still, 
that's nothing com par 
ed to his buddie. Jack 
McDermott (Peter Boy- 
e) who tried to throw 
an advertising executi- 
ve out of an upper 

storey window. So it's probably no surprise to learn that both 
these guys have been committed to a mental hospital. What is a 
trifle alarming is that their psychiatrist has decided to take them 
and a couple of other inmates from their looney bin, on a trip to 
see a baseball match at Yankee Stadium. Worse still, he then 
loses them. This warm comedy follows the attempts of the four 
patients to find their mentor Watch out for another classic 
performance from Christopher Back To The Future Lloyd as one 

of the nutters. 



BACK TO THE FUTURE 



Out now, Cort Pti). UIP. 

B&ck To The Futvw was too good 
and too successful for there not to be 
a sequel and four years after the 
original - here it is, Once more, Marty 
and the batty inventor J Doc J Emmett 
Brown are playing with the past, and 
the future, in an attempt to influence 
the present (What? Ed J Marty's arch 
enemy Biff (remember him?) has now 
managed to marry his mother (No 
Marty's mum, not Biff's), and 
become the most powerful man 
in the world, Is Marty going to 
stand for this? You bet your 
jife he ain't What's he 
fgonna do about it? Well, 

you'll just have to wait and 
h see won't you? Don't get 

■Vany ideas of relaxing at 
^the end though. Part III 
lhas already been made. 
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Hock your my around 32 enormous levels of action 
fttoked fun and tuttaifbg ikflJ to the Lively 
sounds of th€ latest rod* beam . Show > our 
aklij mr irtadierou* preclpJcts r iniUttng / 
Wive systems and tantalising tekport pads. /# 
Arm yourself with bomb*, spUtc*, parachutes ( I 
and ahitkis and let jraursilf submerge into a \l 
world of fantastic animatkui and mind blowing \ 
founds ... it won t be Jong before you've .... 
SOU) TOUR SfXlL TO ROCK rT ROLL 



Rainbow Arts (UK) Ltd,, 65 Sketty Close, 
Brackmills Business Park, fourth amnion Nfl4 OPL TrI: rOB04^ TfiflTtl 



CBM 64/1 28 & Amstrad 
Cassette £9,99, Disk £14.99 
Atari ST & CBM Amiga 

£19J9 
Spectrum 

Cassette £fi.99, Disk £12.99 



ZERO SUBSCRIPTIONS 



CHOOSE 
ANY ONE 
OF THESE 
FOUR 
FABULOUS 




Gins 





T-BAG 



An hcIuiJu* T~bag as ujad by 
Paulino in £a*iEnd*rs complete 
with |t*rf*rnt|eiu. Worth £1*50 



T-GAKE 

cakv data i back ta 
Hi* 1 7th century. 
And though »mi of 
Hi A currants were 
unfortunately 
damogoil whon 
Fergie saw It at 
O rocont 
Antiquum JtomaT 
Snow, it'i still 

warf h at loott 
two poo, 



OUT OF 
STOCK, 
SOftRY! 





T-PEE 



Thli raro Indian T-poe was 
worn by tho mogniflcont 
Domfi RoMtfOf In hit 
1940 tour of Worthing 
Pr*r+ Worth quite a lot 
of anybody s money. 





If you take out a year's 
subscription to ZERO* 

ow can you resist? We'll give you one of 
these amazing free gifts if you take out a 
year's subscription to ZERO. And for 12 
copi&s of the best mag around and your free gift 
(we'd go for the T-shirt ourselves) you need only 
pay a paltry £18. Just the 12 issues alone would 
cost you that on the bookstands, but this way 
you get every issue delivered to your door along 
with our spiffo free gift! With all its in-depth 
reviews r scintillating previews, competitions, 
hints and tips and fascinating features, ZERO'S 
got to be the best buy you'll make all year' 

Int&rested? Then ffll in the coupon - in block 
capitals please - and $end it to ZERO SUBS, 
FREEPQST*, DPL/ 003, ZERO, 120-126 Lavender 
Avenue r Mite ham, Surrey CR4 3 HP. And just sit 
back and wait for that rustle r rustle, flap, plonk 
when the next issue of /■ : ?Q lands on you«- 
door mat I 

T-SHIRT 

Prevents omhonwlng Itching J cos iff 
mod* of pvro cotton, Whot'i mero ft'* 
got a trot ban ZERO logo on tho front 
and 4 rather Palioiquo fttopwatch an 
tho back. Worth £5*93 It'i a mvrtE 



SUBSCRIPTIONS 



Nama 



Address 



Post Code 



Signature 



Tel No 



Please tick appropriate boxes. 
Zl UK nnly - cme year £16 
d Europe and Eire - one year £23 
□ The rest of the Cosmos - one year £28 

enclose the mooiah in the form of a cheque/ 



postal order for £ 



made payable in 



Dennis Oneshots Ltd. 

Q Please charge my Master Card O Visa 

American Express 

Card Number 

Expiry Date 



Send the completed form to: ZERO SUBS, 
FREEPOST*, DPL/0O3.ZER0. 120 -1 26 Lavender 
Avenue, Mitcham, Surrey CR4 3HP. Use a 
photocopy if you don't wanl in mutilate your issue 
of ZERO. 

h Freapo&t only available to those poshrtg forms from 
wiihin UK. Sorry! Paymenta f mm fin raid* UK shun Id delete? 
FREEPOST from address. 



I 
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readers pages 



THE 



intervTew 

Funnily enough this month's inspiration far the YIKES 
interview cropped up whilst the ZERO crew were engrossed in 
an episode of the "cult" Children's I TV series Rainbow (hem!) 
We suddenly paused to ask the burning question: "Who plays 
Bungle the bear?" So, we got on the blower to the Forum 
Theatre, Billing ham where the Rainbow team were making 
two live performances a day. 




I played a football 
hooligan once 



no 



Yikes: Urn, Well, the first thing we 
want to know Fs this. Who are you? 
We know you're not REALLY a bear 
so don't try that hoary old chestnut. 
Bungle: I'm actua ly called Malcolm Lord 
I'm an actor. 

Yikaa: You went to stage school then? 
Bungle: Yes. ! went to drama school. 
Yikes: And have you ever been in 
anything else on telly 7 
Bungle: No., not really. I've done quite a 
lot of stuff on stage though, but I don't 
expect you'd have seen any of it. I played 
a football hooligan once. 
Yikes: Blimey, Anyway; getting back to 

Rainbow. Um H are you 
naked under the Bungle 
suit, or do you wear 
pyjamas or something? 
Bungle: Ha-ha. Well I'm 
not quite naked - I'm actually coves red in 
loads of frilly whit? material. 
Yikes: Yikes - that sounds a bit pervy... . 
Bungle: No, it's not, I'm rather skinny you 
see, so I need a lot of padding. That's why 
I use the frilly stuff - to make me bigger. 
Yikes: You're naked under that though? 
Bungle: Just about. Yes. 
Yikes: It must be pretty hot under the 
studio lights covered in all that Int. 
Bungle: Well yes, it is rather. Mind you, 
it's worse in the theatre. It's absolute 
murder at times, I've almost fainted on r 
ooooh, a couple of occasions at least. 
Yikes: Is there a zip in the bearsuit or is it 
just a velcro jobby? 

Bungle: There are some poppers around 
the back actually - I have to sort of 
clamber in and out of Bungle's bottom. 
You can see the flap if you look, which is 

actually the reason Bungle 
tends to face the camera 
most of the tirne. 
Yikes: So 'going to the 
toilef must be a bit tricky? 
Bungle: It certainly is. I've had to learn to 
hold it in- Live performances at the theatre 
are the worst though. 
Yikes: Have you ever been sick inside 
the suit? 
Bungle: Mo. 

Yikes: is it true that at one of your office 
parties' Geoffrey head-butted the bloke 



ZERO 



I climb in through 
Bungle's bottom 







ASTRONOMY CORNER 



who operates Zippy, leaving him with a 
wound across the top of the nose that 
needed 12 stitches? 

Bungle: No. Everyone gets on really well 
as it happens. We've been together so 
long now that it's sort of like? a family - 
the show's been running for 17 years. 
Yikes: How did you end up getting the 
job in the first place? 
Bungle: Well, I haven't actually been 
Bungle the whole time. I originally saw an 
advert for -someone to play George Ithe 
hippo), applied, and got the job. I was 
inside George for about eight years, then, 
about two years ago, the chap who 
originally played Bungle left the show - 
and I was promoted. 

Yikes: Promoted? So does that mean that 
Bungle gets paid more than George? 
Bungle: Only a bit more. The extra 
money is because I actually have to "walk 
around'. George and Zippy stay behind 
things and you never see their legs - well, 
you did see Zippy's once but that was 
definitely an exception, 
Yikes: Do you get more money than 
Geoffrey as well? 

Bungle: No. Nobody gets more money 
than Geoffrey. 

Yikes: Oh. Okay, time for some quick- 
fire' questions. What do you think about 
the withdrawal of the Vietnamese troops 
and the reappearance of the Khmer 
Rouge in Cambodia? 
Bungle: Erm. Eh? Urn, I don't know 
really- I'll have to go and ask Zippy - he 
knows about things like that. 
Yikes: What's your taste in music? 
Bungle: Well, when I'm out of the suit I 
like Cilia Black. I really love her - I even 
sing Surprise Surprise in the bath. And I 
like Phil Collins and Elton John. But when 
I'm in the suit I like Kyi in- and Jason, 
Yikes: Have you ever been attacked by a 
particularly gruesome crocodile? 
Bungle: No, Urn, no, I haven't. 
Yikes: Sears (as everyone knows) have 
uncannily large plonkers. Is Bungle 
popular with the women he meets? 
Bungle: Well, if you look closely enough 
you'll see that Bungle hasn't actually got 
a penis. But if he had he wouldn't really 
know what to do with it anyway - he's 
rather innocent you see! He r d probably go 
to Zippy and say something like "Ooooh, 
look at this. What's this for, Zippy?" and 
then Zippy would ask Geoffrey, and 
Geoffrey would explain it to them both. 
Yikes: Rod, Jane and Freddy seem to be 
doing pretty well for themselves. How 
much did Jane s nose job cost? 
Bungle: (Extremely long pause) I don't 
know. She just had it done without telling 
anyone - we didn't even notice at first. In 
fact no-one noticed for about three days. 
Yikes: Wc notified it immediately. So did 
the rest of the country. 
Bungle: Oh. 

Yikes: (Embarrassing silence). Erm..., 
Bungle: (Embarrassing silence). 
Ummm..... 

Yikes: We haven't got any more 
questions actually.... 
Bungle: Can I go then? 
Yikes: Yes. Goodbye Bungle. 
Bungle: Bye bye. 
Telephone: Click. Biiizmn. 



by Professor 

After last month's astounding 
revelations about the giant spider's 
web surrounding the solar system, 
I've learnt from moles at the Penta- 
gon thrnt NASA is busy getting 
together plans for production of 
an Ami Space Spider Defence 
Initiative Rocket, The 
ASSDIR (as it's imagina- 
tively nicknamed) will be 
a th ree-m i le lo ng *t ube' 
powered by blasts of 
nuclear fission, and it's 
going to be assembled 
in space (near the Moon) 
in 1991. I phoned Heather 
Co u per (the only woman on 
earth wh o's i nterested i n ast ro n 
omy} to find Out a bit more. But she 
wasn't in F so I phoned Patrick Moore 
instead but he wasn't in either. So I 
phoned Dial-A-Disc, listened to Sinitta 
for a few agonising minutes, and then 
phoned Heather Cooper again. She 




Bernard Nebula 

was back. (She'd been out shopping) 
Here's what she said: 

'Hello Barry, It's absolute may- 
hem „. the giant Space Spider is in 
the vicinity of Jupiter and is, I can 
now reveal, definitely heading 
towards earth... definitely... 
everyone's a bit jumpy^ 
Andrew.,, if s heading 
definitely for earth, it's 
gigantic... a monstrous 
interstellar arachnid... 
mandibles crunching 
away silently in the 
vacuous tracts of the 
void,,," 
So there you have it. A 
bit "prose/ perhaps, but true - 
and rather alarming. So alarming in 
fact that to stop mass panic there's a 
totaf world 'news veto r on the story: 
you can only rsad about the beast's 
progress here, with me - Bernard 
Nebula. More next month. 




CLAIMS TO FAME 



BUILDING TIPS 

by Robert McAlpine Jnr 

Hello there. Well, what a response I got 
from Issue One - you could have 
knocked me down with a feather 
^proverbially speaking of course). How- 
ever, some of you suggested that my 
methods for taking out an interior wall 
were "a trifle on the cautious side' - in 
particular & chap called Steve McDou- 
gall from Gwent, who had this to say: 

Dear Robert Junior 

Your old man might be the richest 

and most successful construction 

mogul since the Egyptian Pharaohs 

but you yourself are a total arse- 

brain.... 

I'm afraid I had to cut the rest of 
the letter because it was a little bit 
oh the ruda side., but Steve outlined 
the way in which he personally 
would approach the problem of 
interior wall removal: 

|1} Have a cup of tea. 

121" Hack straight into the offending 

wall with a hefty sledgehammer. 

(3) Keep thumping away until the 
wall is no longer there, 

(4) Wrap sellotape around the ends 
of any dangling wires. 




The part of the mag where you prove to the world that you're a 'friend 
to the start'. All we ask for is a photograph of you standing next to (or 
in a compromising position with) a 'celeb'. Paul Daniels maybe, Or 
Sandy Gall. Or 'Bob' Holness... anyone. 

We had a bit of an appalling response to last month's request for 
your pictures as it happens - basically, ernij we didn't receive any at 
all. Not a sausage. Not a blinking sausage- Surely some of you have 
been snapped with a 'personality'. Okay, so the selection we offered 
you last ish might have been a bit 'dubious', but just to prove we 
aren't total liars hero are a couple of genuine ones... 




T'ZIlt WITH 
BRIAN JACKS 

Teresa, our 

beloved 

leoderene 'In 
cahoot*', with 
vicious Judo 
black -belt 
holder Brian 
Jacki. 




DAVID 
WITH ROLF 
David 

'Whlrtlln 
Rkk # Wilson 
{ YS staff 
writer) '!■ 
cahoots' with 
a certain Mr 
Rolf Harrfi. 



Come on? Send in your snapshots! And if you want them back, unclose an soe. 
We're offering you fame hers {arm, and a software prize), all for the cost of a 
couple of stompi and a trek to the nearest post-hoji. You know it makes sense- 



HIGHEST JOYSTICK IN THE WORLD 



J j 



Have you ever 
fcsund yourself on 
the wind-swept 
summit of K2 P 
with a joystick in 
one hand and a 
camera in the 
other? Blimeyf 
You're obviously 
a bit weird then, 
aren't you? More 
next month. 
\0t r come back and teif them what 
you're talking about. £d). 

Erm. Everyone's got a joystick and 
what's more - joysticks are easily trans- 
portable. The trouble is they always end 
up getting 'transported' to 'predictable' 
locations - bedrooms and lounges for 
i n sta nee , Bo rrrri i ng ! ! ! 

We think it's about time they got 
taken places. Interesting places. And in 




particular HIGH places. So, next time 
you pack your rucksack (or whatever) 
don't forget these two things: 

1) A joystick (any makeL and... 

2) A camera. 

That way you can take a picture of 
the joystick wherever you find yourself. 
Then send the photo to us H give us a 
rough altitude and you'll get a rather 
super prize (if it's printed). 

Oh and taking a shot of a joystick in 
an aeroplane only counts if you can see 
the view out oF the window as w^ll as 
the joystick itself, or if you Vn Magged 
entry into the cockpit and managed a 
snapshot next to the altimeter. 

To start things off here's a piecie oF a 
Konix Navigator that 'intrepid reporter/ 
popstar' David Wilson placed S.2 cm 
above sea-level (erm, or River Thames 
level if you like, it's the same thing 
really, isn't it?). Beat that if you canl 




And that's all he wrote. It doesn't quite 
have that professional sparkle I like to 
see and it also seems a mite "unfin- 
ished', StilL everyone has their own way 
of doing things (and the world would be 
a boring place if they hadn't), so well 
done Steve. 

A quickie here, sent in by Jacques 
Revee \ Managing Director of Perrier Ltd 



Dear Monsieur McAlpine 
When mixing concrete p use French 
carbonated mineral water instead 
of tap water (the bubbles help to 
mesh the cement and send mole- 
cules more tightly together), You 
need to use absolutely loads of it 
though, so start getting stocks in 
fast - before the price goes up! 

Well that's a tip r if ever I've beard one - 
thanks Jacques. Keep building the 
Robert McAlpine Junior way. See you 
all next month. 

r — 7j Send your building queries 
N or tips to Robert McAlpine 
Junior at the usual Yikesf address. 
You could win a prize. 



READERS WIVES (ERM, AND THINGS) 

We've had as much joy on the Readers Wives (Erm, And Things) front 
as we have on the Claims To Fame, i.e. not a sausage again. Actually, 
that's a lie. We did have one 'entry' from Andrew Kelly of Reading, Un- 
fortunately he hadn't quite got the idea, and as a result his photo was 
too rude to reproduce. In fact it was so rude we can't even tell you 
about it so we've had to bail him out with 'one we prepared earlier'... 

Here's a picture of Staff Writer Duncan MacDonald's girlfriend. 
She's called Birgitta (she's Swedish), and the cat she's holding is 
called Mirra (who died 
shortly after the photo 
was talc an). The cat Bir- 
gitta got to replace Mirra 
turned out to be a bit of 
a horror though, and 
dragged all manner of 
'semi-dead' animals into 
the kitchen - until it was 
'severely disciplined', 
that is, 





Birgitta with her eld 
cat I Mirra 



IS i raj iff a ' $ new cot 
with 'a churn' 
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discos "jffi.S.giy. 

huidBT, J«*ES seabed 
Hid ldH the wwelcotme it" 

JAWS 
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game 



ordera copy of aw Screen 7 products send details of game and formats required, along with a postal order or cheque made 
payable to All Saints Developments Ltd. Send the above with your name and address details to 
All Saints Developments Ltd, Units 3-7 Baileygate Industrial Estate, Pontcfract, West Yorkshire WF8 2LN. 
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THE PRIZE CROSSWORD 




1 Tainted \G) 

2 Coach wearing Reebok 
perhaps? (7> 



Suit out the dues, fill in the grid and tend it (or a photocopy) to 
Priie Cro*sward f TIKES I , 14 Roth bone Place, London W1P IDE. A 
priie far rhe first correct entry pulled aut of rhe hat. 

ACROSS 

I The go- becwH«n for your 
compute* (9) 
7 After tax (3) 

3 Miss Brightman's Angel of 
Mu&ic (7\ 

I I Puss .iJWiVv- i3j 

12 Wading bird with thin curved- 
down bill (41 

13 Manage 431 

15 Catch like 7 down (3! 

16 Vitaliiy [6] 
ia Given food ■: 3i 
2f> Aliempt 13:- 

21 Belfry (S) 

22 Discharge \A) 
24 Enclosure for pigs (3) 

26 Adjacent IS: 

27 Old fashioned poem (3) 
2B The dividing line between two 
adjacent river system* ^9,1 



Calibre <S) 
An knowledge (5) 
Outcome (3) 
Dined (3] 

One or the other (61 
10 Comply {4) 
14 Liberated \&\ 

17 H«alih conscious tal 

18 Terminate (6) 

1 9 Bank on (6) 

21 Cinderella left her slipper on 
one (5> 

23 Type of whiskey i4f 

24 Vase for narcotics -!3l 

25 Unprecedented 13) 



grass (3) 



Here's the mornvnf yw word freaks have been waiting fori So np more 
tearing your hair out, tfia solutions to Ow'l crasiie ore here... 

Across: 1. Cfi*fliv*l! 7. Slop; 9- Pill*; ID. Lane.: 11. Adorable: II Limit; 15, Own*: IT. Sjrrmr 19. 
P«1; 21. 0*ar. i4. Aloof: M. DroorrV Z7. QfW*: JB Cl*Bn. 29. Mnad; 30. Toprntod. 

Down: 1. Caption; ?. Reason, 3. Idoil; i. Au(uin*wn. & SUib; €■ Ep*o. I. Slated; i. Only,- 12. 
Oisoord; Ifl. SfUGWfc IE. Tfflin*rtj 2Q. Aca; 22. Extant; 23. Fin*; 35. DciTtf, 26. Scpr. 30. Cir. 



GIVE OR TAKE 

Organising a village fete starring Tar by? Or searching for a software soul 
mete? Maybe French letters are more up your street! No? Well, you can 
always flog yer old bits of hardware, swop those games you've played for 
yonks or precis the intricacies of your private life (in 30 words). And 
what's more the service is a real barg 'cos it's completely FREE! All you 
have to do is complete the coupon below and mail it toute suite to GIVE 
OR TAKE. By the way if you're a business you have to advertise in the clas- 
sifieds and no actual 'selling' of software is permitted. 
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BOOK YOUR FREE AD HERE 

If you'd tike to advertise in Give Or Take, pi ease fill in Ihe coupon below in BLOCK CAPITALS and send it 
to Give Or Take, ZERO, 1-4 F^hlKin* Place, London W1P IDE. Don"! lOr^et to enclose your address and 
phone number and remember lu mark the envelope with the appropriate s*C|ic>n. We can't accept any 
software sales and private advertiser n will have to advarti&e in the Classifieds sfcCEiftrv. 

Pleasa include my advert Iwhich is no more than 30 words! under ihu hillnwing heading: 
HARDWARE □ SOFTWARE □ PEN PALS □ LONELY HEARTS □ WANTED □ FANZINES □ 
MESSAGES AND EVENTS □ fi IfllHS, DEATHS, MARRIAGES AND DIVORCE □ 

Nome ^ 

■■ 

Addreis , __ 



Poit Code 



If you don" i. want re dissect your spanking new copy of ZERO, it's simple - use a photocopy. 



WARNING: ZERO cannot guarantee to place every ad received 
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COP THIS! 



V 




p 



"ello, what's 
this we have 

here then? Well actually it's a 
rather spiffo ZERO T-shirt, 
that's what. Arid you can be the 
proud owner of one for nothing. 
It's a cinch, and what's more. 
It'll only take you all of a pico 
second (or two). All you have to 
do is send YIKES some photies 
of Readers 1 Wives for example 
or (if you're not the vertiginous 
type) some very high joy sticks, 
man. More literary inclined? 
Then get scribbling to Black 
Shape or Robert Mc Alpine Jnr 
{he's very keen on new tech- 
niques). Everyone who gets 
something printed will win this 
rather fetching ZERO T-shirt. 
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GAMES 



AMIGA 



GHOULS 'N' GHOSTS'* POWER DRIfT 
Ml TANK PLATOON ♦ FUTURE WARS 
BATMAN • STUNT CAR RACER 



PAC<E 18 



LASER SQUAD • INTERPHASE 
HARD- DRIVIN' • TURBO OUTRUN 

ALSO ^0 

CONSOLE ^r^< 

ACTION #^ 

SPECIAL 6-PAGE • JF 
MINI MAGAZINE j£ 

WKBBLE g jf 

STICKS! JF M 

JOYSTICKS: S M 
THE TEN. W m * MB 
BE5T TEST Jf M 
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770957"93Q0 



19 



50 SEGA SUPER SYSTEMS 
CD PLAYERS • AND £25; 
SOFTWARE FROM VIRGIN 



